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New Worlds. New He 


Adventure across multiple worlds and battle fantastic monsters! 
Travel back and forth between the Real World and a mysterious 
other world on your quest to save the land from evil. 


Animated Blood 

Mild Fantasy Violence 
Mild Suggestive Themes 
Simulated Gambling 

Use of Alcohol 


Will you become a Martial Artist, a Warrior or maybe a 
Merchant? Change vocations as many times as you like, 
and customize your characters to your heart’s content. 
Dragon Quest VI features a unique 
assortment of interesting classes 
to choose from, including 
Gadabout, Monster Master 
and Gladiator. 


In Dragon Quest VI, monsters aren’t just your enemies anymore. 
Former foes like Slime, Slime Knight and even Hackasaurus can 
join your party and fight enemies at your hero’s side. 
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RAGE [13] // LEGO STAR WARS III // KILLZONE 3[22) // 
MOTORSTORM: APOCALYPSE // OKAMIDEN //EVOLUTION 
OF STREET FIGHTER // WORLD OF WARCRAFT: CATACLYSM [75] // 
GRAN TURISMO5 // DONKEY KONG COUNTRY RETURNS [77] // 
EPIC MICKEY // BEJEWELED 3 // STATE OF THE SYSTEMS 
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FROM THE EDITOR 


IT’S ABOUT THE GAMES 


f you've already 
flicked through this 
copy of GamePro, 
you ve probably seen 
a few pages that feature 
content that’s new to the 
magazine. The biggest 
change is the introduction 
of new platform-specific 
pages that showcase the 
games the GamePro team 
is currently playing (or has 
stopped playing). While 
these mini-reviews might 
not be the most timely, 
what they do represent 

is a snapshot of what we, 
highly fortunate gamers 
who are in the lucky posi- 
tion of being able to play 
any game we want, actually 
play on our own time. I 
think this perspective is 
valuable: It cuts through 
the usual reviews-because- 
we-have-to and instead 
speaks to the heart of 

Our passion. 

Because many of these 
comments are written 
weeks after we first got the 
game, they feature insights 
that you don't often see: 
games that we might have 
played to death for a week, 
but then got bored of, or 
whose multiplayer modes 
kept us coming back for 
more again and again, 
even after the single-player 
mode disappointed us. 

I’m hoping these views 


might help you find and 
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buy games that won’t 
disappoint—or titles you 
might have missed the first 
time around that are now 
sitting in a bargain bin at 

a supervalue. 

We've also got our more 
traditional “Critical Analy- 
sis” reviews of the biggest 
and most important games 
and an in-depth look at 
the secret of World of 
Warcraft’s success—again, 
editorial that I hope will 
help you decide which 


games you might want to 
buy, or avoid. 

And while helping hook 
you up with the best games 
is always at the heart of 


what we do, we’re also mak- 


ing sure we let you know 
the hottest new upcoming 
games, what’s happening in 
the game industry that I’m 
hoping will surprise and 
interest you, and, of course, 
talking about the history, 
culture, and art of games 
that I’m hoping will help 
you appreciate games on a 
deeper level, send you ona 
trip down memory lane, or 
show you something you've 
never seen before. 

All presented in a pack- 
age that doesn’t require 
an Internet connection or 
batteries to read. 

See you next month. 


Jaz Rignall 
VP. Content 


Nick Geist Sales Director, Bay Area and Northw west 
Jessica Reback Sales Director, Southwest 
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“| can't wait for Dungeons' release.” 
- Gamelinformer 
“The type of game hardcore PC gamers eat up.” “Time to brush up on my sinister laughter.” 
-IGN - Bitmob 
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Julian Rignall 
VP, Content 

It’s beena 
grindy kinda 
month: GT5 at 
top-level turned 
out to be a massive grind-fest. Then | lev- 


eled to 85 in Cataclysm way too fast...and 


started grinding heroics for top-level gear. 


Sometimes gaming seems like work. The 
iPad’s many new games this month have 
been the perfect antidote to that, tho’. 
Now playing: World of Warcraft: Cata- 
clysm, Gran Turismo 5, Angry Birds, Car 


Town, Infinity Blade 


Twitter: @jazrignall 


Karen Chu 

Art Director 
Let’s just say 
Karen's decision 
to move to the 


San Francisco 


Bay area was heavily influenced by watch- 


ing the 1992 cryptography-espionage 
film Sneakers as a kid. 

Now playing: World of Warcraft: Cata- 
clysm, Lego Star Wars III: The Clone Wars 
Twitter: @momopeche 


Jason Wilson 
Group Manag- 
ing Editor 
Jason (and his 
bank account) 
gives thanks 
again that his wife absolutely detests 
Valentine’s Day and would prefer staying 
home watching a silly movie and eating 
chicken wings to going out and receiving 
jewelry. Ain't true love grand? 

Now playing: Civilization V (still!), Rift: 
Planes of Telara beta, Guardians of Graxia, 
The Witcher (replay), Persona 3 PSP, 


Twitter: @jason wilson 


Tae K. Kim 
Senior Editor 
With Fallout: 
New Vegas 
conquered and 
the surprisingly 
good Enslaved: Odyssey of the West 
completed, Tae is now turning his atten- 
tion to ridding the world of the Templars 
in Assassin’s Creed: Brotherhood. 

Now playing: Call of Duty: Black Ops, 
NFS: Hot Pursuit, NBA Jam, Coin Frenzy, 
Assassin’s Creed: Brotherhood 


Twitter: @taelurkim 


Patrick Shaw 
Senior Editor 
Patrick’s been 
busy this month 
eviscerating 
undead flesh- 
eaters in Dead Nation. He also closed out 
the fishing season by catching a striper, 
ending the verbal cruelty of his so-called 
friend and much crappier fisherman. 
Now playing: Dead Nation, Black Jack, 
Trials HD, The Suffering (Xbox) 

Twitter: @patrickshaw 


Andy Burt 
Assistant Editor 
The cold winter 
months have 
prompted Andy 
to stop cutting 
his hair and shaving his beard, but recent 
rumors that a bum’s been wandering 
around GamePro headquarters have 
given him doubts. Shortly after, though, 
he remembered how awesome Eddie 
Murphy was in Trading Places and 
changed his mind. 

Now playing: Fallout: New Vegas, Infinity 
Blade, Crimson Room 

Twitter: @Andy_Burt 


AJ Glasser 
News Editor 
AJ Glasser spent 
her month 
catching up 

on old games 
through new ones-—like SimCity via 
Zynga’s new social game, CityVille. She 
still doesn't like the phrase “everything 
that’s old is new again.” 

Now playing: CityVille, Cupcake Corner, 
Star Wars: The Force Unleashed, Ghost 


Trick: Phantom Detective 
Twitter: @Joygirl007 


Will Herring 
Reviews Editor 
Will wonders if 
amonocle isa 
sound invest- 
ment in this day 
and age. Quite. 

Now playing: Fallout: New Vegas, 

DC Universe Online beta 


Twitter: @gp greyscale 


Dave Rudden 
Community 
Manager 
Dave snuck the 
office Kinect 
home during 
the holidays. While he said it was to 

test the platform's new fitness games, 

he primarily used it to watch ESPN for 
hours from bed, using nothing but voice 
commands. 

Now playing: Batman: Arkham Asylum— 
Game of the Year Edition, Super Mario 
All-Stars, Costume Quest, 3-on-3 

NHL Arcade 

Twitter: @daverudden 


Andrew Yang 
Senior Graphic 
Designer 
Andrew is busy 
compiling 

his artistic 
masterpieces together for a gallery show. 
Finally, the world can bask in the glory of 
his Pokémon/bacon fanart. 

Now playing: Monster Hunter Tri, 
League of Legends, Sackboy’s 
Prehistoric Moves. 


Twitter: @stitchmind 


William Chu 
Graphic 
Designer 

Will is wonder- 
ing if snuggling 
his pet dachs- 
hund is similar to snuggling his pink pig, 
King Cobra, in Monster Hunter Tri. 

Now playing: Monster Hunter Tri, Super 
Street Fighter 4 

Twitter: @ashjaw 


WHAT WERE YOUR 


Saddest Moments in Gaming? 


“The only times I've felt ‘sad’ with gaming is when | get really into a game and wake up 
out of an all-day fog, only to realize that I havent eaten, showered, or even changed out 
of my sleeping clothes. That's when I start questioning my life choices.” —Tae Kim 


‘Twas plenty sad after my dad accidentally un- 
plugged my NES while I was slogging my way 
through Back to the Future II & II] on the NES—it 
was a 6- to 8-hour substandard adventure- 
platformer with no save feature. But the most 
genuine sadness that was brought on by an in- 
game moment? Id have to say when Norman 
Jayden died early through my Heavy Rain 
playthrough. He was the only character who 
really didn't have an emotional investment in 
the plot, and he was killed doing his job. A part 


“My saddest gaming moment was when my college roommate bailed 
ona The Lord of the Rings: Return of the King playthrough to takea 

call from her boyfriend. This was the girl who lost my memory card 
when she borrowed it for Christmas break, so we had to complete the 
game on only one playthrough and no continues. There we were at the 
Black Gate—the final level—and she practically throws the controller to 
scramble for her corded phone when her boyfriend called. She didn't 
even pause the game; she did tell him, “Hang on asec,” and then paused 
the game. She just dropped it like it was hot and never went back to the 
game again. Of course, I died like 2 seconds later. And we didn't speak to 
each other for like a week. And no, she never did return or replace my 


of me feels like I let him down.” memory card.’ 


—Dave Rudden —AJ Glasser 


“Due to his overly zealous memory-card 
shuffling, my boyfriend accidentally 
fudged my Animal Crossing save. Even 
today, Im still haunted by the imagery of 
lifeless townsfolk with hollow eyes anda 
completely empty inventory. —Karen Chu 


And the truly saddest moment comes 
from Jaz Rignall: 


“My saddest moment was a while back when I| was still working 

in England, Id spent months tracking down and importing a then 
cutting-edge Japanese console called the PC Engine—known as the 
Turbografx in the US.—for the magazine | was working on. When it 
finally arrived in the office, | was sooo excited and rushed into our 
game room to plug it in. | put the power supply into our 240v-110Ov 
step-down transformer and got the machine set up on our NTSC TV 
system. Then someone came into the gaming room and distracted 
me briefly, causing me to pick up the wrong power cord and..you 
know where this is going..] plugged it into the back of the system. 
Two hundred and forty volts of pure English electricity flowed into 
the chips of a system designed for the Japanese standard of 110v, 
vaporizing some of them and setting others ablaze. The smoke that 
came out of the system was highly toxic, and we had to clear the 
office. ] was as gutted as the PC Engine.’ 


‘A devastating gaming moment was when Id 
finally managed to crush Liquid Snake at the end 
of the original Metal Gear Solid after numerous 
attempts. Just before the ending cinematic rolled, 
my lovably dumb Cocker Spaniel, Rusty, ran by, 
snagging the controller and resetting my Play- 
Station. Rest in peace, Rusty! —Patrick Shaw 


“Back in the day, I used to get a kick out of cheat 
codes, Easter eggs, and hidden quirks peppered 
throughout games both intentionally and unin- 


tentionally by developers. The Game Genie, and 


later, the GameShark, provided copious oppor- 
tunities for goofing around outside the laws of 
what a game was and wasnt supposed to allow. 
Iremember renting Tekken 3 and discovering I 
could swap out the motion-captured animations 
between characters with such a device; Jin was 
now Ogre, Ogre was now Xiaoyu...it was fun fora 
bit, but something soon clicked—I was suddenly 
seeing the strings. By swapping some codes, 

Id completely rewritten each character and 
destroyed the game's illusion and narrative for 
myself. Existential!” —Will Herring 
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2/22/11 


2/25/11 


February hosts the kickoff of game- 
convention season with D.I.C.E. and GDC, 
the arrival of Marvel vs. Capcom 3, and the 
scariest movie of the year. 


2/1/11 


No, it’s not that Duke Nukem: 
While you're waiting for Duke 
Nukem Forever, you can check 
out the DS game Duke Nukem: 
Critical Mass, which comes out 
today. It’s joined by Ace Combat: 
Assault Horizon (PS3, 360), 
Knights Contract (PS3, 360), 
Spellforce: Platinum Edition 
(PC), and Top Spin 4 (PS3, 
360, Wii). 


Sanctum, is about a group of 
divers exploring—and becoming 
lost in—underwater caves. The 
plot already sounds 10 times 
better than Avatar. 


James Cameron’s next 3D flick, 


It’s time to kick off convention 
season: The Academy of Interac- 
tive Arts & Sciences hosts its 
10th annual D.I.C.E. (Design, 
Innovate, Communicate, Enter- 
tain) Summit at the Red Rock 
Casino Resort in Las Vegas. The 
event runs through February 11. 
It’s a light day for game releases: 
Ape Escape (PS3), Naruto 
Shippuden: Shinobi Rumble 
(DS), and Test Drive Unlimited 2 
(PS3, 360, PC). 
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The scariest movie of the year 
comes out today: the Justin 
Bieber biopic. And, aghast—it’s 
in 3D. We’re scared, too. 


Sound harviee-bred leer Chuck 
Yeager—a series of flight-sims 
once bore his name—turns 88. 


It's going to be a busy day for the 
stockroom folk at game stores: 
Warriors: Legends of Troy (PS3, 
360), Marvel vs. Capcom 3: 

Fate of Two Worlds (PS3, 360), 
Dungeon Raiders (DS), Ys I&II: 
Chronicles (PSP), Yu-Gi-Oh! 
World Championship 2011 
(DS), Combat Wings: The Great 
Battles of WWII (Wii), NASCAR: 
The Game (PS3, 360, Wii), Lego 
Star Wars III: The Clone Wars 
(PS3, 360, Wii, DS, PC), Tactics 
Ogre: Let Us Cling Together 
(PSP) all hit today. Simpsons cre- 
ator Matt Groening is 57—his 
creations have appeared in 24 
video games (that’s nearly one 
for each of the 22 seasons of 
the show). 


The over-the-top looney, gory _ 


Bulletstorm (PS3, 360, PC) 


comes out today, and it’s joined 


by the PC version of Assassin's 
Creed: Brotherhood, de Blob 

2 (PS3, 360, Wii, DS), Radiant 
Historia (DS), and Driver: San 
Francisco (PS3, 360, Wii, PC). 


2/24/11 


It’s a special day for the Cult of - 
Apple: Steve Jobs turns 56. 


Just how crazy is Nicolas Cage 
going to get in Drive Angry 3D, 
a film in which he breaks out 

of prison to stop a cult who 
killed from sacrificing his infant 
granddaughter—the same cult 
that killed his daughter—all 
from the wheels of a ”71 Chal- 
lenger. Its box-office competi- 
tion is Hall Pass, where Owen 
Wilson and buddy Jason Su- 
deikis get one week of freedom 
from their wives. 


2/23/11 


The gaming world turns its 
attention to San Francisco today 
as the 25th edition of the Games 
Developers Conference kicks 

off at Moscone Center. It runs 
through March 4. 
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» | grew up absolutely loving real-time strategy games and 
played every one of the I = ams les from the RTS boom that | 


1 
could get my hands on. Th e staleness that the genre eventually 
suffered from is fabetsble’ ‘hon eh. The probl em wasn't rea lly 

the large studios entries int the gent e but all of toacake 
games that flooded the marketplace folowing the success of 
Warcraft, Command & Conquer, al 1d Age Ot Empires. It b yecameE 
tought to differentiate which hyped games were legit and whi 
were total retreads of mechanics that eel run thelr course. 


cote a le It even introduced a new resource in the 
revi sa yna 1e iy of limited NPC units that provided 
genre; the im lk own risks, rewards, and constraints 
units was an ingenion US Way to pane “ie e in-game | 
Ny he gent aly hardcot! 
oriven. ine ig layperson doesnt 
set into diffe t statistics, matchup 


 @-mail letters, comments, ideas to feedback@gamepro.com 


OW eacl L > side runs 
out of units. And while this reliance on 

hardcore might col rani aia gi 
models for studios, as a gamer I muck 


It’s amazing how hard it is for Tomb Raider 
to keep itself relevant in this generation of 
video games. I loved Lara Croft’s more recent 
adventures, and | admit that I’m a longtime 
fan of the series. 

If approached thoughtfully, a failing 
franchise can always benefit from reinven- 
tion. If people don’t take to it, the developers 
can always go back to the classic formula, as 
Ubisoft has after the recent Prince of Persia 
reboot failed. I think Square Enix needs to 
take Lara on a really deep, preferably creepy 
adventure to really make this reboot stand 
apart from previous installments in the long- 
lived series. 

—sammykewlguy via GamePro.com 


This is an interesting read, but I don’t 
believe that fitness games are intentionally 
inaccurate; future games will likely be more 
accurate in accessing your performance. 

The key idea here is that these games put 
exercise into a new context. Players not only 
have structured, tangible goals to motivate 
them, but they also may be distracted from 
the usual self-defeating self-evaluation. I’m 
glad to see someone overcoming an obses- 
sion with being “impossibly fit,” though. 
Nobody benefits from being overly critical 
of themselves. 


—TribeMindMD via GamePro.com 
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See how the nutrients in lowfat 
milk help Apolo refuel after a race at 
bodybymilk.com/apoloohno 


66 When you play a 


game like Enslaved, 
It SIVes you hope I agree with Tae about a tightly focused yet 
‘ epic story being better than a longer one 
* that there are other for length’s sake. But as a reviewer, does he 
. i : feel that other game critics would penalize 
directions for Sales a title for being truly awesome but shorter 
’ than what we've come to expect as “nor- 
to §0 that haven t mal?” I don’t think it’d be a huge demerit or 
been done to death anything, but I foresee this being a perceived 


User Reviews: 
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== Fallout: New Vegas 
Fallazit By Overkill90451 
2m For most people, getting shot in the head 
is the end. But for the main character in 
Fallout: New Vegas, it’s only the beginning. 
Tracking down the men that ambushed 
them will take players all over the 
Mojave Wasteland and through the glitz and glamour of the 


_ resurrected Las Vegas strip, now dubbed New Vegas. 


Like Fallout 3 before it, New Vegas’s soundtrack is perfect 
for people that love music from the 1950s. It complements 
the gritty look of the wasteland, even if the Fallout 3 engine 
hasn't aged particularly well. That said, standing on top of a 
mountain looking at the wasteland’s rolling hills can still take 
one’s breath away. 


The gameplay itself isn’t radically different from 
Fallout 3, but the addition of modifications for weapons, 
as well as a restructuring of the skill sets, makes the game 
feel new. The addition of the “Hardcore” mode adds a new, 
incredibly difficult challenge to the game as well. 

Overall, Fallout: New Vegas is quite good. My only real 
complaint is the amount of glitches and bugs that plague 
the game. My PlayStation 3 grinded to a halt on more than 
one occasion, but the recent update has fixed most of these 
issues. Pick New Vegas up if you're a fan of the Fallout 
series—and even if you aren't, there’s a good chance that this 
game will convert you. * * ** * 


already. 99 


problem among game critics and, more likely, 
gamers themselves. 

Also, would this lead to more develop- 
ers adding half-hearted multiplayer modes 
as their way of artificially lengthening the 
game's shelf life? The biggest criticism I 
remember from BioShock’s initial release 
was that the single-player campaign was phe- 
nomenal yet the game had “no replay value” 
because it didn’t have multiplayer. 
—Fat_bot via GamePro.com 


Transformers: Decepticons 
oes By Domino29 


oe Transformers: Decepticons is a retelling 

of the events from the first Transformers 

movie, with the player—taking on the 

role of a devious Decepticon—fighting 
alongside the movie baddies in an effort to capture the 
elusive Allspark. The gameplay is comparable to Rockstar’s 
Grand Theft Auto games but with a twist: You play a giant, 
transforming robot. As that’s the case, you pretty much stick 
out like a sore thumb against Earth’s backdrop and attract 
police and Autobot forces almost instantly. Players must 
scan surrounding vehicles so they can later swap out of their 
current form with any from an ever-growing database. 

The game has a great variety of environments in which 
players can drive around and hide from prying eyes or 
transform and destroy everything in sight. The game 
rewards your destructive nature, handing out points that 
allow players to level up and unlock new moves. The game 
also features a “Wanted” system akin to the one in Grand 
Theft Auto, but skilled players can blend into traffic to escape 
the heat. Once you’ve completed the main campaign and 
reached the maximum level, though, it really doesn’t have 
much left to do outside of wander around the game’s open- 
world and replay completed missions. 


Although it has its flaws, Transformers: Decepticons is 
something of a diamond in the rough. It’s a fun experience, 
even when hampered by its uneven difficulty and short 
length. Regardless, it’s one of those games that is just fun to 
play. * * * 
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When Characters Connect 

In response to “You Are Not 

a Precious Snowflake” by Tae K. Kim 
[GamePro.com] 


I picked up Enslaved: Odyssey to the West on 
day one, and I loved every single minute of it. 


The facial expressions and voice acting were 
outstanding, and I felt like I could actually 
feel the bond growing between Monkey 
and Trip by just looking in their eyes. It was 
very refreshing. 

Much of that emotional connection was 
spurred by the subtleties in the facial expres- 
sion animations and the voice work, which 
is very rare in a video game. When you play 
a game like Enslaved, it gives you hope that 
there are other directions for games to go 
that haven't been done to death already. 
Hopefully, games like this can make a 
difference and influence other developers 
to take notice and try to make their games 
a bit deeper. 

—shortANDcurlies via GamePro.com 


Art Attack 


Congratulations to Aaron Jones, the winner 


of Art Attack in its return to GamePro! For 
this stellar sketch of Kratos atop his throne, 
Aaron gets a new copy of Dragon Ball Z: 
Raging Blast 2 for the PlayStation 3. 
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Have a gaming-related sketch, painting, 
model, toy, costume, photo, or otherwise 
uncategorizable piece of art you'd like to see 
featured in GamePro? Drop us a line at feed- 
back@gamepro.com for your chance to win! 


Which men-proile 
Upcoming MMO nas the 
best snot at aethroning 


World of Warcraft? 
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Star Wars: The Tera: The Exiled 
Old Republic Realm of Arborea 


SON 3% ining 
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Are you kidding? | 
No MMO will ever 
replace World 

of Warcraft. Ever. 


@GamePro Dafishies: {think Van- = Skrammias: God of War | 
You Tell Us: What Top-Shelf  quish is miles ahead of Gears doesn’t hold a candle to Bay- - 


quests any day. are awful. every 15 minutes. 


Franchises Are in Danger of of Warandisamuchbetter _ onetta, and the oft-rumored | 
Toppling to Competition? third-person shooter. Bayonetta 2 is being hinted | 
at like crazy... 

Isom4O5: L.A. Noire CamArruda: 
could beat Grand Theft I'd say one of the top fran- IncreaseBlue: Appar 
Auto. A story-driven, chises in danger is Guitar ently, Call of Duty is in | 
ripped-from-the-headlines Hero. Rock Band is blowing _— danger, since there’sanew 
plot beats repetitive fetch- it out of the water, and sales _Assassin’s Creed releasing 
| 


i 


SPAWN POINT 


Id Software sps 


an engrossing new 


universe in their first original franchise 


Since 1996s Quake. 


WORDS BY PATRICK SHAW 


PLAYSTATION 3 / XBOX 360 / PC 


allout. Borderlands. Gears of War. In 
the last several years, there’s been no 
shortage of high-profile games that 
take place in some sort of postapocalyptic 
wasteland. Rage, a new shooter from genre 
pioneers id Software (Doom, Quake), 
presents a world rocked by a cataclysmic 
event, too. Its story unfolds after a massive 
asteroid dubbed “99942 Apophis” smashes 
into Earth, changing life on the planet 
forever. While postapocalyptic settings in 
games can sometimes feel uninspired, Rage’s 
world is more than just a bunch of deserts 
and arid environments that look like they 
were ripped right off the set of Mad Max. 


Rage Lead Designer Matt Hooper explains 
that they’re keeping their postapocalyptic 
universe fresh and interesting by crafting 
the experience around diverse cities and 
towns that each have their own distinct 
look and personality. As you travel from 
place to place, this becomes evident from the 
people you meet—and the people you wish 
you hadn't. 

“Your travels in Rage will take you to de- 
stroyed industrial areas that savage bandits 
call home, as well as filthy sewers where mu- 
tants drag poor wastelanders to feed upon,” 
Hooper says. “You'll find yourself looking at 
landscapes which appear almost alien, and 


At the Wellspring Speedway, you'll meet Rusty, a vehicle vendor who'll 
get you into one of the town’s deadly races. 


you ll wander through an abandoned city 
known for trapping its visitors forever.” 
The wide-range of characters in Rage not 
only personify the specific locations you 
explore, but they’re also crucial in helping 
the story feel like a plausible vision of what 
life on Earth could be like if things really 
went bad for humanity. Instead of creating 
a certain amount of nonplayable characters 
to make their fictional world look inhabited, 
the team’s made a tremendous effort to 
weave a lot of personality into each of the 
people you meet, and you'll forge relation- 
ships with these folk as you progress in the 
story. Hooper adds that the “genesis of each 


Rage's grotesque mutants will attack you with everything: shivs, 
their filthy claws, and even makeshift pizza cutter-like instruments. 


character is also different, which allows us 
to establish a sense of diversity throughout 
the game.” 

While no two people you meet in Rage’s 
futuristic depiction of Earth are alike, 
everyone shares one thing: the asteroid. 
It’s impacted everybody from law-abiding 
citizens to murderous mutants roaming 
its wastelands. 

Hooper suggests that even though the 
fear of annihilation of life on Earth is part of 
their fiction, it’s something we can relate to 
in real life, too. 

“In the past decade, an asteroid impact 
with our planet has become a part of the 


population’s collective psyche,” he says. “We 
used to worry about a nuclear war started 
by madmen, and now we fear giant rocks 
hurtling through space. We use this very real 
eventuality as a setup for our story, where 
the governments of the world, in preparation 
for the event, bury thousands of life-sustain- 
ing pods all around the world, with the idea 
that they burrow out in a safer future.” 
Though the Earth avoids absolute destruc- 
tion, Hooper emphasizes that the future of 
Rage’s citizens is devoid of anything you'd con- 
sider “safe.” We'll discover what the true fate of 
Earth's population is once id Software releases 
Rage on PS3, Xbox 360, and PC later this year. 
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Wars III: 


The Clone Wars 


TT Games builds on their immensely 
popular Lego games by expanding the 
size and scale of its universe. 


WORDS BY AJ GLASSER 


PS3/XB360/Wii/DS/PSP/PC 


ideo games and Legos fit together 
better than a 2x4 Lego brick to 
two 1x2 Lego bars, but it wasn’t 
always a snap until Star Wars came along. 
Before Lego Star Wars: The Video Game hit 
the scene in 2005, late 1990s Lego PC titles 
wound up in the “children’s” section of video 
games, where they missed out on the wider 
appeal that actual Legos enjoy with adults 
and children. 

“The market traction was slipping for 
those Lego titles,” Jonathan Smith says. 
He joined the Lego Company just after the 
early 90s round of Lego PC games ended and 
now serves as head of production at Lego 


Two-scene moments are a big part of Star Wars. TT Games recaptures that 
with “Scene Swap,” where two characters appear in two different parts 
of the level at the same time, and the player must swap between them to progress. 


video-game developer TT Games. “The man- 
date that we had through the Lego Company 
[at that time] was to work with the best 
developers in the world to come up witha 
new generation of Lego game.” 

This brought Smith to Traveller’s Tales, 
the studio that evolved into TT Games. The 
first Lego Star Wars was a hit, and from there, 
the rest of the pieces fell into place: Lego 
Star Wars II: The Original Trilogy, Lego Star 
Wars: The Complete Saga, Lego Batman, Lego 
Indiana Jones and Lego Indiana Jones 2: The 
Adventure Continues, Lego Rock Band, Lego 
Harry Potter: Years 1-4, Lego Universe (the 
massively multiplayer online game)—and now 


full circle with Lego Star Wars III: The Clone 
Wars, which is set between Attack of the Clones 
and Revenge of the Sith. 

Something about the adorable approach 
TT Games took with the games’ visuals, 
combined with the natural playful elements 
of Lego, resonate with a new generation 
of gamer. “When the two came together,” 
Smith says, “a new series of switches turned 
on for Lego gaming.” 

Using franchises like Star Wars as building 
blocks for a unifying visual style and game 
plot, Lego games became about adventure, 
exploration, collection, and, of course, building 
stuff. Each adds to the core Lego experience: 


Lego Star Wars II added a character creator; 
Lego Batman introduced vehicle gameplay that 
led to the vehicle levels in the Lego Indy games. 
Lego Indy 2 introduced a morphing splitscreen 
camera for two-player co-op play that’s evolved 
into a new mechanic called “Scene Swap” for 
Lego Star Wars III, in which players switch 
between two characters in two different parts 
of a level to play out a scene from the plot. 
Nick Ricks, a senior producer at TT 
Games, explains how vehicles also evolved 


Note the picture-in-picture cut-away. One button press swaps 
the scene from the clone trooper’s perspective in the hallway 
to Obi-Wan’s view of the same structure from outside. 


for Lego Star Wars III: “We have these epic 
new space battles. We’ve always had vehicle 
levels and space levels in our previous Lego 
titles, but in all ways, we try to think about 
how we can build on the success of those.” 
Instead of setting players on rails or 
confining them to a single area for continuous 
driving, the space battles are more like boss 
fights with Star Destroyer—sized ships at the 
center of explosive space battles that the player 
navigates through to complete objectives. 
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The keyword for Lego Star Wars Ill is “scale.” TT Games says they can get upward 
of 300 active Legos fighting onscreen at the same time. This lends itself well 
to the climactic arena scene here from Star Wars: Attack of the Clones. 


—Nick Ricks, 
TT Games senior producer 


The level I saw divided a massive battleship 
into three sections that the player can jump 
between with the press of a button. Each 
section is a horizontal slice of the space battle. 
One or two of the sections allow players to 
land their tiny starfighter so that they can get 
out, flip switches, and collect studs (the Lego 
games’ form of currency), and others are pure 
shootouts with shield generators. 

What makes it awesome was the scale— 
and that’s how Lego Star Wars III hopes to 
push Lego games to the next level. With its 
big space-battle levels and the Battlegrounds 
multiplayer mode, with over 200 Lego char- 
acters onscreen at once, Lego Star Wars III 
displays as much of this universe as possible 
so that players can go as far as their imagina- 
tions take them—which is, at its heart, what 
real life Legos have always been about. 

“Lego Star Wars III is set in this amazing 
environment of the Clone Wars, where the 
whole galaxy is at war,” Smith says. “We 
think there’s a dramatic new experience here 
within which all the different levels, freeplay 
areas, bonus levels, battles, and two-player 
options are all set. It all ties the world 
together in a new, playful way.” 
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Killzone 3 


Guerrilla Games learns from Killzone 2's 
lack of variety by taking you to diverse new 
locations on planet Helghan. 


WORDS BY EMANUEL MAIBERG 
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PLAYSTATION 3 


espite all of its technical 

accomplishments, Killzone 2 falls 

short as a visual spectacle. Game 
reviewers often make the distinction 
between the horsepower of a game’s engine 
and the artistry with which designers sculpt 
that engine into something beautiful. 
Guerrilla Games have proven they’re more 
than capable of delivering on both of 
these fronts. The problem with Killzone 
2, however, is that players can only make 
their way through so many war-torn 
futuristic alleys and factories before they 
all become one big, sepia-toned jumble in 


their head. Killzone 2 had both the iconic 


q 


& Jammer is one of the new female characters joining Sev and 
Rico's fight against the Helghast war machine in Killzone 3. 


imagery (namely, the franchise’s red-eyed 
villains, the Helghast) and the technological 
capability to be one of the best-looking 
games out at the time, but its environments 
lacked something important: variety. 
Scampering through luscious digital 
jungles might be a feast for the eyes at first, 
but a few hours of jungle later, you’re yawning 
at yet another waterfall. There’s a reason why 
the games we remember most for their visu- 
als are those that diversify their palate. We 
can make fun of the tired tropes of ice levels 
and lava levels, but these exist for a reason. 
Thankfully, Guerrilla’s ensuring that Kill- 
zone 3 has a wider range of settings. The arc- 


_ tic environment they’ve already shown has 


given Helghan (the Helghast homeworld) a 
much needed breath of frosty air, and one of 
the new environments coming to Killzone 3 
features some of the only vegetation we’ve 
seen on Helghan. Expansive lore available 
on the official website details the world 

of Killzone, and it makes it clear that the 
fiction has plenty of existing locations to 

tap into. 

The latest preview build of Killzone 3 
proves that Guerrilla’s mixing up the game’s 
range of environments, but they’re not 
straying too far from the Killzone aesthetic 
of sepia tones and crumbling, war-damaged 


The Helghast return in Killzone 3, and some 
of them sport fancy new armor like this trio. 


structures. Killzone 3 stands apart from the 
Call of Duty school of controls for first- 
person shooters as well. Killzone 3 features 
a much more methodical pace that hinges on 
the game’s peek-and-shoot cover mechanic, 
but it’s also a lot faster and more fluid than 
Killzone 2, which at times feels cumbersome. 
From being pegged as a “Halo-killer” to 
trying to live up to that infamous E3 2005 
trailer, the Killzone franchise has always 
had to deal with the burden of a reputation 
Guerrilla Gamers weren't responsible for 
in addition to the difficulties that face any 
ambitious game. With much of the techno- 
logical and publicity issues under control, 
the release of Killzone 3 on February 22, 
2011 might be the first comprehensive 
expression of Guerrilla’s abilities as 
a developer. 
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Evolution Studios embraces Armageddon 
to add new depth and gameplay twists to 
its upcoming off-road racer. 


WORDS BY ANDY BURT 


PLAYSTATION 3 


otorStorm ranked among the 
PlayStation 3’s strongest early 
titles—it deftly exhibited the 
visual strength of the then-new platform, 
featured some great off-road racing, and 
racked up sales of a cool 3.5 million copies. 
Over three years have passed since its 
release, and developer Evolution Studios are 
looking for ways to reinvigorate the series. 
The idea they came up with could impact all 
over-the-top racers to come: racing through 
a giant city while a catastrophic, end-of-the- 
world event tears it apart. 

“The city came first, and then we decided 
to trash it,” Game Director Matt Southern 


om 


It's the end of the world as we know it in MotorStorm: Apocalypse, 
and everyone's racing for their lives—pedestrians and racers alike. 


says about Evolution’s approach to Apoca- 
lypse’s development. “We started to discuss 
the idea of ‘urban off-road racing, a racing 
game that subverts the usual rules of street 
racing. Destroying the city gave us this. 
Finally, we decided it would be so cool if that 
destruction happened around you—making 
the game truly apocalyptic rather than 
postapocalyptic. A lot of the tech was already 
in place due to a prototype we‘ created for a 
game called Urban Smash.” 

Rather than use the apocalyptic event as 
a jumping off point for a narrative such as 
in Fallout or Rage, the team’s utilizing the 
“end of days” to dynamically change the 


structure of each race. Gamers who can react 
quickly to an exploding subway tunnel or 
collapsing freeway overpass will be the race’s 
winners—and most likely leave the track 
with their vehicle unscathed. The result, 
Southern explains, is a veritable exploding 
playground for gamers to explore. 

“A key part of the DNA for MotorStorm 
is the idea that in each race, there is a main 
circuit, but within and around that, there are 
countless alternate routes, shortcuts, and 
surface types that are better suited to the 
different vehicle types,” Southern says. “We 
really wanted to evolve this mechanic by 
making it more dynamic, and an apocalypse 


provides us with the perfect context for 
these routes to change dynamically during 
the race. So some routes open while others 
close, tunnels and subways are exposed, 
routes become wet, or areas catch fire, and 
we can do it all in totally spectacular ways. 
It also means we have a ‘playground’ for 
MotorStorm, a semi-abandoned city that is 
perfect for hosting a racing festival.” 

The industrial surroundings of Runcorn 
a port town that Evolution Studios calls 
home in the northwestern region of the 
U.K., would seem like an ideal area to draw 
upon for inspiration in crafting an apoca- 
lyptic racer. Surprisingly, the west coast of 
California better inspired Southern and the 
MotorStorm developers due to frequent 
visits and a certain fault line that caused 
major destruction during the 1989 Loma 
Prieta earthquake in the San Francisco Bay 
area, damaging the Bay Bridge, causing rag- 
ing infernos in San Francisco, and flattening 
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a double-deck highway in Oakland, killing 
42 people. 

“California is the part of the U.S. [that] 
we re most familiar with due to frequent 
visits to our colleagues in Foster City, plus 
E3 and GDC,” Southern explains. “A couple 
of times after those events, we did some 
reference trips and fell in love with the idea 
of a racer set there. Plus, of course, there’s 
a fault line which inspired us to join 
the ranks of classic disaster movies like 
The Towering Inferno.” 

Though the MotorStorm series is synony- 
mous with insane, over-the-top racing— 
and Apocalypse isn’t changing that—it 
appears that Evolution Studios have found 
a way to not only add new depth to the 
tried-and-true gameplay of the past games 
but to also strengthen the series’ future by 
trying something new. With MotorStorm: 
Apocalypse’s release this year, this is one 
Armageddon we'll welcome with open arms. 
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— Matt Souther, game director on 
MotorStorm: Apocalypse. 


Debris, piles of trash, and flaming detritus litter 
abandoned railyards in MotorStorm: Apocalypse. 


NINTENDO DS | 


The sequel to 

2006s critically 

hailed (but financially 
unsuccessful) 

Okami continues the 
unique vision of its 
predecessor and offers 
a few twists as well. 


WORDS BY ANDY BURT 


hile universally praised by critics, 
Capcom’s Okami tanked on the 
PlayStation 2 when it released in 


2006, leading to Clover Studio's unfortunate 
shutdown. With its sequel, Okamiden, Cap- 
com hopes to reinvigorate the franchise on 
the DS by crafting a story that’s much easier 
for players to actually relate to. 

“The story is set 9 months after the events 
of Okami. That game ended with Amaterasu 
leaving Nippon after restoring peace to the 
land,” Okamiden Director Kuniomi Matsushita 
says. Unfortunately, the land has come under 
attack again by evil spirits, and that’s when 


Amaterasu’s offspring, Chibiterasu, appears 
heroically to save the day. Chibiterasu also 
receives aid from different partners as he tries 
to restore peace to the land, and the game has 
a lot of familiar faces for fans of the original.” 

Though Okamiden follows a similar 
“white wolf-god restoring peace to the land” 
story-line as the previous game, Okamiden’s 
writers have crafted the story to help players 
connect better with the tale, and they are 
employing more useful partners to interact 
with throughout the game. 

“Even when solving puzzles, Chibi needs 
to partner up with his friends and cooperate 


with them,” Matsushita explains. “Some- 
times, Chibi fights his partners, and other 
times, he becomes separated from them. 
Through these up and downs, players can 
feel both Chibi and his partners are grow- 
ing up together with the narrative mainly 
focused on Chibi and his partners. 

“The story illustrates the small but con- 
flicted feelings unique to childhood. That is 
the big difference from Okami in a way; the 
theme is more familiar, one that everybody 
has experienced or felt. I hope it will reso- 
nate with the players.” 

The partnership Matsushita mentions dras- 
tically changes the gameplay seen in the origi- 
nal. While exploring Nippon, players utilize 


the wolf Chibiterasu as well as various partners | 


who aid in puzzle solving and combat. Chibi 
can carry partners on his back, but at certain 


times, the player must separate from them to 
solve puzzles. Dragging the stylus across the 
touch screen to a set location causes Chibi’s 
partners to run there; this comes in handy 
when you want to open an unreachable chest 
or hit a switch. Partners also play an integral 
role in the story, as Matsushita hints at, and 
their young age helps convey the developers’ 
focus on adolescent conflict. 

Speaking of adolescents, fans of the original 
should recognize many of the gods that visit 
Chibiterasu throughout the game (they’re 
pictured throughout this article and in the 
Spawn Point opener), but like the young white 
wolf, these gods are also the younger offspring 
of Okami’s deities. Like those in Okami, the 
gods gift Chibi with a variety of powers, such 
as the ability to bring dead trees and barren 
fields back to their natural luster. The gods also 


‘Thanks. Now, what was 
$0 hard about that? 


grant abilities that open up new paths, like a 
slash move that can breach rock walls, as well 
as combat techniques over the course of 
Chibi's journey. 

The story’s focus may be changing for 
the sequel, but many of Okami’s gameplay 
mechanics remain intact. The original’s 
beautiful watercolor-esque art returns, 
which in addition to looking great on the 
DS’s small screen plays an important role 
in how players interact with the world. The 
celestial brush is one of the central mechan- 
ics in Okami, tasking players with literally 
painting the world back to life. Though 
Capcom eventually ported Okami from the 
PS2 to the Wii, the DS’s touch screen allows 
for even more precise movements. 

“We chose the Nintendo DS because we 
thought the Celestial Brush mechanic would 
be a great match for the touch screen, and 
the DS’s mobility provides a great conve- 
nience to our fans,” Okamiden Producer 
Motohide Eshiro says. “They can go on 
adventures in the Okami world whenever 
and wherever they are.” 

Fans of Okami clamored for years for a 
sequel, and they’re finally getting their wish. 
We don’t know if Okamiden can produce 
strong sales and save the franchise, but the 
developers have certainly put a huge amount 
of effort into maintaining everything that’s 
endearing about the original. And with the 
game right around the corner, gamers can 
soon explore the vibrant world of Nippon 
for themselves. 
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“The Seaside Safari is an area Charlie discovers while 
aboard a boat, or ‘gilded steamship,” Petty says. “In - if there’s another incident, he’ll close the whole safari down,” 


this particular area, the player is tasked with causing fem Petty explains. “This is a contextual hint, which we sprinkle 
chaos at the safari, the reason being that it willtriggera | 


“The safety inspector sitting in this chair warns the captain that 


throughout the game, where you can observe a character’s ani- 


mutiny aboard the ship and free prisoner children who J mations or listen to what they say to figure out what to do.” 


completed in a variety of ways.” 


are forced to clean the steam pipes down below with 
giant toothbrushes. Each objective in the game can be 


“This guy has an ability called Make 
Way, which basically causes him to say 
‘Make way!’ in this very Victorian-era 
voice, and dolls will scatter away from 
him,” Petty says, impersonating the 
character. “Since he’s a few sizes larger 
than Charlie, the player will have to 
stack Charlie into other dolls before 
stacking into him.” 


“The game’s story focuses around Charlie Blackmore, who’s the smallest Russian doll in 
this world of living dolls,” Petty says. “Because he’s so small, he’s often overlooked and 
thought to be pretty insignificant, but he’s actually very powerful because he can stack 
into other dolls. The core mechanic revolves around stacking Charlie into other dolls. 


Each doll has its own personality and abilities, which the player will use to progress and 
solve puzzles.” 


eceeaaniel launch a croquet ball at these stand-up 


The zany team 
at Double Fine is 
putting the final 
touches on their 
latest and most 
creative gaming 
experience yet. 
Stacking /s a7 
adventure-puzzler 
In which Russian 
Matryoshka dolls 

ie scurry about ina 
_S ‘ colorful world 

a where changing 

your persona 
is as simple as 
‘Stacking into one 
of many quirky 
denizens around 
you. Project Lead 
Lee Petty de/ails 
the unique world 
of Stacking. 


“This croquet cannon can be triggered to 


animals, which then spring back; it’s the 
Seaside Safari's ‘exotic’ way of allowing 
people to shoot these animals,” Petty says, 
sarcastically. “The guys in masks are actually 
ship stewards who stand around making 

| ridiculous cat-growling noises to get people 

| in the safari mood.” 


“Working at Double Fine with guys like Tim Schafer and Ron Gilbert is definitely inspir- 
ing. Growing up enjoying adventure games made me want to create a game in that 
genre, but I also wanted to avoid some of the trappings that have maybe turned people 
off of them nowadays. I didn’t want to have any superesoteric puzzles or hidden objects 
that are impossible to find, but I wanted to keep some of the great aspects of adventure 
games, like their great sense of personality and ability to play them at your own pace. . 

I got the idea for Stacking from watching my daughter play with a Russian doll given to : A 1 a: { d 
her by a relative, and I realized that they'd make for a great gaming mechanic. It’s allowed § : 7; } & 
us to get rid of objects and visually show players that the tools they need are the other ee 
characters in the game world.” : 
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A LOOK AT HOW THE “HANDS 
FREE” GAMING MICROSOFT’S 
KINECT OFFERS IS ACTUALLY 
A CONCEPT THAT’S MORE 
THAN 20 YEARS OLD. 
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 Howlt Works | Oe 
_ The U-Force uses a pair of perpendicular infrared ia ie ae 
horizontal, and the other vertical) to capture the player's hand 
movements, which it then inputs as game controls on the NES. 
Due to the limited range of the infrared panels—approximately 
the size of a standard laptop computer—the device's design 


works best with fighting games requiring simple controls like 
Punch-Out!! Sega introduced a similar peripheral a few yore 
later for the Sega Mega Drive called the Sega Activator, an - 
octagonal infrared floor sensor used to capture “full body” | 
movements, including punching and kicking. Despite some im- _ 

provements over the U- Force, like increased range, the Activator 
WEL arediety inaccurate, . 


NOW - et 


Kinect 


Last fall, Microsoft released their anticipate e 
Kinect for the Xbox 360, a motion-sensing « 


infrared sensors to capture players’ gestures, movements, ee : 


speech i in order to create a “controller-free gaming 
tainment hoo aacleltows Bilin Mic ceatt se 


Did You Know? : 
Kinect was originally unveile 2009 as “Project Natal,” _ 
which was partly named after the Brazilian city of Natal because 
one of the key architects of Ki i oft Director / 
Kipman, is from Brazil. 
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Psychologists explain 
how video games have the 


power to make us believe 
in the unbelievable. 
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n 1952, before video games, 
DVDs, or the Internet, the 
Broadway Theater in New 
York responded to television's 
encroachment on the movie 
business by adopting some- 
thing known as “Cinerama.” 
Using three projectors anda 
curved screen big enough to fill view- 
ers’ peripheral vision, this newfangled 
technology promised an experience so 
realistic that it would transport movie- 
goers to another world. Advertising for 
films like This is 
Cinerama and South Seas Adventure 
touted bombastic claims that for just 90 
cents, you could ride a roller coaster, soar 
over Niagara Falls, and “copilot with one 
of the most famous fliers in the world as 


contexts of remote-controlled surgery, 
teleconferences, and piloting robots on 
the ocean floor. And, of course, this idea 
of immersion has been applied to enter- 
tainment media of all sorts, including 
video games. 


Presence Defined 


Most researchers tend to use “immer- 
sion” to mean something along the lines 
of rapt attention. Angry Birds and Tetris 
can “immerse” you because you focus 

on the game so intently. But getting 
sucked in and feeling like you're spatially 
present in another world is a little dif- 
ferent and referred to as “presence.” 
That makes the title of this article a bit 
inaccurate (sorry!), but hey, that’s how 
science works. 


e@ Angry Birds and Tetris can immerse 
you because you focus on the game so 
intently. But getting sucked in and feeling 
like youre spatially present in another 
world is a little different and referred to 


as presence. 99 


he zooms through canyons 
and under the Golden Gate Bridge.” 
Thanks to the immersive quality of 
Cinerama and frequent use of a first- 
person perspective, this wasn't just 
watching a movie—this was eas in 
the movie.” 3 
Ultimately, Cinerama was a victim of 


_ its own complexity and expense despite 
that This is Cinerama beat out the likes 


of Singin’ in the Rain as the highest 
grossing film of 1952. But the goal of 
becoming so engrossed in an experience 
that you lose track of where you are, 
and how the technology mediates this, 
remained appealing. Researchers have 
even examined the phenomenon in the 
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There are also more types of presence 
than there are Pokémon games, but what 
they all have in common is the illusion 
of nonmediation—that is, a psychologi- 
cal state brought on when you forget 


_ that the world you're experiencing is the 


result of technology. It's overlooking the 


computer monitor, the game controller, 
your living room, and anything else in 
the real world so that you feel, at some 
level, that you are in the game. 


Tf this all started with Cinerama, 
where are we now? In the last few years, 
academics have begun studying presence 
in video games, and they’ve found some 
interesting predictors of that particular 
state of mind. 
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Presentation Matters and this makes it easier for us to University's School of Commu- 
Most of the obvious things about fall into it. nication, says that according to 

a game's presentation are relevant: This suggests that the PlaySta- his research—which focuses on 
Improvements in surround sound, tion Move and Microsoft Kinect video games, presence, persuasion, 
graphics, and screen sizes facilitate should enhance presence by tap- and the effects of newer forms of 
presence by helping us literally lose ping our senses of movement and media—‘“more natural controllers 
sight of the technology responsible equilibrium. Right? Keep in mind that more closely map real-life 

by filling our senses with more that all of these sensations need to actions [such as a driving wheel for 
realistic images and sounds. Dimen- work in concert. Performing fancy a racing game] create more spatial 
sionality greatly affects presence, footwork in Dance Central is one presence [or a greater sense of be- 
too (something that should delight thing because it synchs up with ing ‘in’ the media environment] and 
early adopters of the 3DS and 3D music and visual cues. But waving are enjoyed more.” 


TVs)—-as long as it doesn’t make 
you nauseous. Even rudimentary 
techniques to add a third dimen- 
sion, such as forced perspective, 
optical illusions, parallax scrolling, 
or converging lines, can help. But 
true 3D graphics and directional 
sound work best since they make 
our mental model of the game 
world easier to envision. The fewer 
gaps our imaginations have to fill 
in, the less likely we are to think 
about how “unreal” it is. 

We're also more likely to feel 
transported to a game world when 
multiple channels of sensory 
information are working in tandem. 


Watching a train go by in Red Dead 


As gaming technology continues to move closer and 
closer to creating an experience that blurs the line 
between fiction and reality, I sometimes wonder if we as gamers are 


losing a bit of our imaginative abilities when it comes to games. Some 
of my favorite gaming experiences weren't the result of being wowed 
by cutting-edge graphics or a new piece of hardware that allowed fur- 
ther physical immersion into my gameplay experience but from using 
my imagination to fill in the spaces that the technology at the time 
couldn't achieve. I consider Final Fantasy VI, for instance, one of my 
favorite gaming experiences of all time, and I don’t think it would be 
the same if those tiny pixelated characters were flashy, fully rendered 
3D models. —Andy Burt, Assistant Editor 


Redemption is good, but hearing its a controller around in an unnatural Interactivity is another critical : a 

engine chug as it does so is better, way that doesn’t correspond to characteristic of a game’s pre- oe 3 ne 

and feeling your controller rumble any other sights or sounds could sentation. Inthe realm of media eis 

takes it even further. When more actually stymie presence as much as psychology, this covers a great deal os 
senses are under simultaneous hearing a “meow” from of a duck. of ground, including methods or 

assault, it creates a richer mental Dr. Paul Skalski, an associ- inputs for interacting with things, 

model of the game world for us, ate professor at Cleveland State how many objects in the game 
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Prop Cycle (7996) Brave Firefighters.(7999) Beach Head 2000. 2002) 
Namco’s Prop Cycle is genuinely Sega's Brave Firefighters: Real Life In Beach Head 2000 and its sequel, 
one of the strangest attempts to Heroes is an attempt to simulate (and __ players use a periscope attached 
make players feel like they're actually embellish) what it's like to be a fire- to the arcade cabinet to defend 
riding..a flying bicycle. In Prop Cycle, fighter battling raging infernos. The a beach bunker from an enemy 
players pedal an aerial bike with arcade machine features a replica of invasion. While the periscope defi- 
their feet as they blast balloons a real fire hydrant with a pair of “au- nitely helps make you feel like you 
out of the sky for different point thentic” hoses attached in an effortto are actually protecting a military 
values. Despite its unconventional create a truly immersive two-player bunker, the sanitation of the device 
approach to vehicle-based arcade firefighting experience. While not is questionable, as you essentially 
games, the quirky game didnt quite exactly realistic, Brave Firefighters isa stick your face into a greasy plastic 
become a classic. fun, less-violent alternative to count- hole numerous people have used 
less arcade games that use plastic before you. 


guns to blow away enemies. 
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players can interact with, and the number 
of actions that you can do to them or with 
them. The more of these a game meets, 
the better. Operating machines, being able 
to pick up almost anything in the world, 
and branching dialog trees with NPCs are 
some of the things that make Fallout 3 so 
engrossing. Modern physics engines that 
make objects behave like they have weight 
and density help even more. 


I’ve been playing video games for decades, and 
! / oD oO 


“immersion” in a game. I mostly play 


production values that lend themselves to imm 


enemies heads, Achievement notifications, 
or friends-list notifications. This is also 
why in-game advertising wrecks presence 
if it's out of place—seeing 20 posters for 
the new Adam Sandler movie while trying 
to rescue hostages kind of pulls you out of 
the experience. 

The game world also needs to behave as 
youd expect it to. “Consistency is the single 
most important factor in creating a real 


+? 


I’ve never once felt 


es, t1 th 


n. But while I’ve felt “engrossed 


before, and I may have even written backstories for characters I created in role-playing 


games, I've never felt like I was in the game world. The closest I’ve ever felt to being “im 


a radioactive wasteland. —Jason Wilson, Group Managing Editor 


Content Matters 


A second class of presence-inducing char- 
acteristics has more to do with what the 
game is showing you than how. Like with 
other media, an interestingly conceived 
and communicated story or character 
goes a long way toward creating presence 
because of how it focuses our attention on 
the game, “Story, characters, and emotion 
are very important to presence.” Skalski 
says. No matter how cool a technology is, 
it will likely need those elements to involve 
and immerse players for extended periods 
of time.” 

Seeing the author's hand at work, 
though, is generally bad for presence. 
This can be a liability for games, because 
anything that reminds you that “Yo, this 
is a video game!” yanks you out of the 
game world—heads-up displays, tutorial 
messages, damage numbers appearing over 
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sense of place,” says Josh Foreman, an 
experienced designer at ArenaNet who 
works on the Guild Wars games. “The 
style can be anything from photo-real 
to abstract to impressionism, as long as 
there is an internal logic to what the player 
perceives.” This means that in-game char- 
acters, objects, and other aspects of the 
world should behave like their real-world 
counterparts. “This gets more and more 
challenging the closer you get to photo- 
real,” Foreman says, “as the expectations 
and associations of the real world that the 
player brings with them increases expo- 
nentially.” Similarly, the game world should 
not just up and vanish, which is exactly 
what happens every time you get a loading 
screen, a tutorial, or a game menu. 
Interestingly, research is incomplete in 
this area, as it seems we'll readily ignore 
some incongruous elements. Even the 
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most engrossing movie is full of artificial 
jumps in time and cuts to different points 
of view, but we take these in stride. One 
researcher looked at what effects subtitles 
in foreign-language films had on creating 
presence and found that these words float- 
ing conspicuously in space beneath the 
movie's characters were such an accepted 
convention that they didn’t hinder a feel- 
ing of presence. Likewise, players accept 
heads-up displays or damage indicators in 
video games with little damage to presence. 


The Player Matters 

Players have some say in how absorbed 
they become, too. Some people’s minds al- 
low them to adapt and absorb these worlds 
more readily. And people may even have an 
“absorption” personality trait that allows 
them to become fascinated by something 
quicker—what I like to think of as “the 
fanboy gene.” Other times players simply 
want to believe in the illusion and willfully 
suspend their disbelief of things that don’t 
make sense (like thunderous explosions in 
outer space) to have a good time. 

Finally, experience with the technology 
or game in question can enhance presence. 
If you're new to a control scheme you 
may have trouble ignoring the technol- 
ogy between you and the game. But once 
they grow accustomed to the controls, 
experienced gamers don’t even think about 
the nuts and bolts, and their cognitive re- 
sources are free to focus on the game world 
and the feeling of actually being in a world 
full of fantasy, adventure, and explosions. 

Game Designer Harvey Smith, who’s 
worked on the Deus Ex series, sums it up: 
“Completeness of environment, emotional : 
investment so the player actually cares S 
about outcome, and expected reactions to 
input—those are the things I've believed 
for a long time add up to immersion.” It’s 
certainly more than those Cinerama 
viewers ever had. © 
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Thisis (newne 


efore Imax movie theaters existed, 
inventor Fred Waller had created 
Cinerama, an early widescreen pro- 
cess from the 1950s in which three separate 
35mm film projectors worked together to 
show movies on a massive, curved 146- 
degree screen. Employing 27mm lenses 
(approximately the viewing scope of the 
human eye), the three cameras filmed and 
projected one-third of the images on the 
screen—the left, right, and center of the 
movie—for an effect that was intended 


Projectors 


As boats leave screen, 


the sound fades away 
through this speaker 


to make the audience feel like they were 
“inside” the movie. 

Cinerama was also one of the first forms 
of entertainment to employ multitrack 
magnetic sound, in which a conductor 
played sound from seven separate tracks: 
five behind the screen, and two toward 
the rear of the theater. While the viewing 
experience could be seen as a precursor to 
Imax, Cinerama’s sound system was an early 
example of surround sound now standard 
in theaters. The exciting new technology 
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debuted on September 30, 1952, with the 
New York Broadway Theater premiere of This 
is Cinerama, which featured scenes of a roller 
coaster, Niagara Falls, a bullfight, water- 
skiing, and a B-52 bomber. Despite the film’s 
critical and commercial success, only a hand- 
ful of Cinerama movies were made, including 
Seven Wonders of the World and How the West 
Was Won, the latter of which is included in 
its Cinerama format on the Blu-ray release, 
along with a 97-minute documentary on the 
history of Cinerama. 
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THE RISE OF 
WARCRAFT 


Bhizzards MMO has gone from 
a humble real-time strategy 
series to the most dominant 
MMO in gaming. GamePro 
delves into the history of 

its transformation and the 
reasons for World of Warcrafts 
Staggering SUCCESS. 


WORDS BY GUS MASTRAPA AND JAZ RIGNALL 
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t's easy to pinpoint 
when World of Warcraft 
transformed from gaming 
phenomenon to cultural 
touchstone: October 4, 
2006—that’s when 
Cartman, Stan, Kyle, and 
Kenny saved Azeroth 
from the griefer Jenkins 
in the Emmy-winning 
“Make Love, Not Warcraft” episode of 
South Park. More than 12 million play- 
ers roam World of Warcraft today. 

But like a level 1 newbie wandering 
around Goldshire, World of Warcraft 
sprung from humble beginnings before 
becoming the top massively multiplayer 
role-playing game on the planet. 


FROM PORTS TO ORCS 
The game developer we now know as 
Blizzard Entertainment started in 1991 as 
Silicon & Synapse, which cut its teeth port- 
ing games from one platform to another. 
But founders Michael Morhaime, Allen 
Adham, and Frank Pearce had greater am- 
bitions. After modest successes with their 
own games, Rock N’ Roll Racing and The 
Lost Vikings, Blizzard found a bona-fide 
hit with a real-time strategy game: 1994's 
Warcraft: Orcs & Humans. 

Blizzard were far from inventors of the 
RTS genre, but their first game displayed 
a commitment to multiplayer gaming— 
across networks and between computers 
with different operating systems—that 
would prove prescient. As early as 1994, 


grown beyond mere Tolkien tribute. Across 
three games and as many expansions, 
Blizzard writers fleshed out a living, 
breathing world that stood on its own. 
With a well-developed lore, a huge cast of 
characters, and a sprawling map already 
devised and explored, Blizzard had a basic 
foundation for their MMO. “It was, really, 
very appealing to use [this] as a base for 
what became World of Warcraft,” says 

J. Allen Brack, WOW’s production director. 
From this point, it was just a matter of 
creating and launching the most ambitious 
and successful online game ever devised— 
a task that took Blizzard almost five years 
to complete. 


LAUNCHING A WORLDWIDE 
PHENOMENON 

Expectations were already high by the time 
World of Warcraft launched in 2004. Bliz- 
zard already had a reputation for delivering 
games with blinding polish. But this was 
their first MMO, and it was possible that 
World of Warcraft could fail, or even worse, 
enjoy only modest success. They were 
worried for no reason. World of Warcraft 
rose above its competition due to Blizzard’s 
design philosophy. 

“We look at what we call ‘player pain’ a 
great deal,” Brack says. While developing 
World of Warcraft, Blizzard examined the 
competition, identified the major points 
of player agony, and figured out ways to 
ease the suffering. “In EverQuest the death 


penalty was extremely harsh,” Brack recalls. 


“It made it a very, very hardcore game.” 


6 We were huge fierce critics of the first 
game. We had alot more lessons about what — 


had worked in the original game—and more 


_ importantly, what hadnt worked. 99 
= Allen vale: World tof Warcraft’ production director = 


Blizzard was mulling the idea of creat- 
ing persistent virtual worlds. Pioneering 
programmers had already created MUDs— 
multiuser dungeons—that made roleplay- 
ing a shared, online experience. But the 
genre exploded in 1997 when Richard Gar- 
riott’s Ultima Online turned the “graphical 
MUD?” into an attractive business model. 
When it was time for Blizzard to step 
into the growing massively multiplayer 
gaming market, the Warcraft series had 


World of Warcraft took a lighter approach 
to kicking the bucket. Where other MMOs 
forced you to make perilous corpse runs to 
recover your equipment, World of Warcraft 
simply swatted you on the wrist. Other 
nods to player satisfaction, such as a wide 
array of quests to mask the “grind” of 
growing your character and nods toward 
making it easier to group up and work 
together, immediately cast other MMOs 
on the market as punitive and less fun. 
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The formula worked better than anyone 
could have expected. Within a year the 
game broke the million-subscriber pla- 
teau—and has climbed fairly steadily ever 
since. Today, more than 12 million people 
play World of Warcraft. The game has 
become a cultural touchstone, and besides 
its wide array of board games, comics, and 
other merchandise, a movie adaptation by 
Sam Rami (Evil Dead, Spider-Man) is in the 
works. Being on top may sound easy. But 
staying there takes work. 


BURNING AMBITION: 
EXPANDING THE ENDGAME. 
One challenge all MMO makers face is how 
to keep their players happy once they’ve 
experienced everything a game has to 
offer. The simple solution is to keep adding 
content. Blizzard has made a huge effort 
to keep their faithful players faithful by 
providing regular content updates every 
few months and expansions every couple 
of years. Blizzard has also made continual 
improvements to the game’s fundamentals 
to fix bugs and issues, ensure that no class 
or character is overpowered, and—most 
importantly—add features and make 
changes based on player feedback. 

The game's first expansion, The Burning 
Crusade, debuted in January 2007. It was a 
big step for the developers. “We were huge, 
fierce critics of the first game,” Brack says. 
“We had a lot more lessons about what had 
worked in the original game—and more 
importantly, what hadn't worked.” 


“We think the right cadence is about every 
year and a half,” Brack says. “We haven't 
done that once. I don’t know if we'll ever 
get to that.” 

Wrath of the Lich King came close when 
it launched just under two years after The 
Burning Crusade. This expansion added a 
new continent, Northrend, where players 
could rally to stop the Lich King—the 
Warcraft universe's equivalent of Darth 
Vader. This time around, a new “hero 
class” aided them: the Death Knight. While 
the fundamentals of this character were 
familiar to WOW players—a melee class 
that uses magical spells to augment its 
damage—the novelty came from Death 
Knights entering the world as level 55 
characters in a completely new and nicely 
designed starting zone. 

“The Death Knight starting experience 
was the best thing that we've ever done,” 
Brack says. He’s not making an idle boast. 
The starting area for the Death Knight 
uses a then-new technology called “phas- 
ing” that allows Blizzard to change the 
world as you play. Cities could be razed, 
with parts of the environment drastically 
altered while you weren't looking. Bliz- 
zard used these new tools to tell a story 
of loss and redemption that would stick 
with many gamers. And if the emotional 
impact doesn’t wow them, the experience 
culminates in a battle so fierce that the sky 
rains blood. The Death Knight's begin- 
ning became one of the game’s must-play 
moments. “The whole experience really 


66 [he Death Knight starting experience 
was the best thing that weve ever done. The 


whole experience really changed and leveled 
up what we thought World of Warcraft had 
become. 99 -~J. atten Brack 


Blizzard spent two years working on an 
expansion that sent players to Outland— 
the remnants of a destroyed planet that’s 
floating in space. The moment a player 
stepped through the Dark Portal into this 
new realm, it was clear that Blizzard was 
operating on a new level. The place felt like 
a Yes album cover come to life (the band 
often used colorful, psychedelic illustra- 
tions of fantasy scenes). The scale of every 
region reached epic proportions. Two new 
races, the Blood Elves and Draenai, were 
now in the mix. Their starting areas were 
more than just newbie safe zones—they 
were sprawling, living places with their 
own, integrated stories. And players could 
fly on their own winged mount. But when 
the sky is the limit, where do you go next? 


THE LICH KING COMETH 


Every massively multiplayer online game 
has a sweet spot for adding new content. 


changed and leveled up what we thought 
World of Warcraft had become,” Brack says. 


AZEROTH EVOLVES 

Expansions aren't the only way Blizzard 
keeps World of Warcraft fresh. Through- 
out the game’s 6-year lifespan, dozens of 
updates have added new content. These 
updates aren’t mere tweaks to gameplay— 
though players would come to rue the day 
Blizzard nerfed, or weakened, their favorite 
class to restore balance to the game’s ever- 
evolving mechanics. These updates have 
brought content such as new battlegrounds 
and dungeons, recurring seasonal quests, 
and complete character overhauls. 

Some updates have even heralded one- 
off server events that have changed the 
entire story. “The Icecrown patch was the 
largest patch we've ever done,’ Brack says. 
Just over a year after Wrath of the Lich 
King launched, players gained access to 


the immense Icecrown Citadel, where they 
could go toe-to-toe with Arthas, the human 
prince who succumbed to evil in his quest 
to save his people. It was a huge success, 
and millions of players participated in what 
was essentially the culmination of the Lich 
King story-line. 

The unveiling of the new Ahn Qiraj 
raid dungeons back in the original World 
of Warcraft, however, didn’t go quite as 
well. Blizzard had planned an event in 
which a massive gate would open, and 
players would fight the huge monsters 
that emerged from it to take control of the 
area so they could then enter the new raid 
dungeon. But thousands of players rushed 
the place, pushing the game’s servers to 
the limits and creating massive lag-spikes. 
“It was a terrible idea,” Brack says in retro- 
spect. “Especially when you have this epic 
event that’s only going to happen once in 
the life of a game.” 

Blizzard took the lesson of Ahn'Qiraj 
to heart for Cataclysm—the game’s most 
recent expansion. The huge event that 
transformed Azeroth happened days be- 
fore the expansion launched. Players hop- 
ing to participate in special quests could do 
so all over the world. Overcrowding and lag 
weren't an issue. A world-changing disaster 
couldn’t go any smoother. 


THE END OF THE WORLD: 
CATACLYSM AND BEYOND 
“We were a little intimidated by how things 
had gone with Wrath of the Lich King,” 
Brack admits. Blizzard knew they wanted 
to add new races and new endgame con- 
tent, but they were concerned that players 
would balk at replaying World of Warcraft’s 
midgame—an experience that was looking 
more than a little long in the tooth. That's 
when Brack’s team asked themselves, 
“What if we came up with a way to change 
up the world in some hugely significant 
way?’ This question was the impetus for 
Cataclysm—a world-changing disaster 
caused by the imprisoned dragon Death- 
wing that allowed Blizzard to streamline 
World of Warcraft’s stale midgame. On 

top of the much needed redesign, 
Cataclysm adds two new player-character 
races—the wolf-like Worgen and the 
business-minded Goblins. 

Now that Deathwing is out his prison 
and players are exploring new lands, 
Blizzard is already thinking about World 
of Warcraft’s future. “We’ve been talking 
about what the next expansion is a couple 
times a week for the last couple of months,” 
Brack says. He admits that nothing has 
jelled quite yet. “I don’t know what the 
next thing is,” he says. “We’ll figure it out.” 
For Blizzard the priority isn’t just throwing 
cool stuff at the player. “It’s really easy to 
come up with awesome ideas,” Brack says. 
The hard part is coming up with a cohesive 
package for all that cool stuff that presents 
World of Warcraft players with something 
that enriches the experience. 
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World of Warcraft is an online fantasy 
game whose player base is split into two 
warring factions. Players build and 
customize their character from the game’s 
roster of 12 races and 10 roles. Character 
development is typical RPG fare—run 
around the huge gaming world completing 
quests to gain experience, which helps the 
character become bigger and more power- 
ful. On the way they learn new spells, get 
better weapons and armor, and over time 
become increasingly more sophisticated 
to play. Reach a high enough level and the 
character can enter dungeons and even 
more complex raid dungeons—where epic 
i : loot and other fabulous rewards await. 
2 ‘ f That’s WOW in a nutshell. Obviously, 
F there’s a lot more to it than that, but that’s 
the basic structure of the game. What I’m 
not going into is the vast amount of ways 
the player interacts with WOW’s immense 
i and complex story-lines, which, combined 
with character development, further deep- 
ens the player’s involvement within the 
game. Like any good fantasy game, WOW 
does a great job of making the player feel 
a part of a hero in a land where anything 
is possible. And that’s what makes it so 
addictive, too. 
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Warcraft is one of the biggest gaming success stories of 
all time. What is it about the game that attracts so many 
players? Longtime player Jaz Rignall looks deep into the 
game and picks apart World of Warcraft’s many compo- 
nents to see how it appeals to so many different players. 


Despite what you may read and hear, the 
vast majority of Warcraft players are just 
everyday people who, at some point, picked 
up the game and became hooked. It isn’t 
difficult to see why—the game is enor- 
mous, features a mind-boggling amount of 
things to do, and caters to many different 
gameplay styles. It’s playable as a solo expe- 
rience but is best played in groups. Indeed, 
the game's structure makes it incredibly 
easy to meet and get to know other players, 
and unless you're deeply unpleasant to 
everyone you meet, you'll inevitably end up 
finding a group of people that you can rely 
on to group up with. 

In that respect, if the game gets you 
playing, your WOW friends keep you 
there. Most people who play WOW are 
fairly normal, well-adjusted people. It’s a 
mass-market game, and as such it’s filled 
with people of all ages from all walks of life. 
Sure, you'll occasionally run into a crazed 
nut-job—anonymity does bring out the 
worst in the deranged—but most of the 
time, WOW players are a decent bunch 
united by a common passion for the game. 
And the game has many tools to help you 
filter out things you don’t want to see—or 
the people you don’t want to hear. 


APPEALING TO THE CAUSAL 
AND THE HARDCORE 

What generally separates players is the 
amount of time they invest in the game. 
Some players play casually for a few hours a 
week: Others are hardcore players who put 
in many hours a day. 

How does the game cater to this huge 
spectrum of players? Well, by providing 
an incredibly broad menu of content that 
ranges from easy to extremely challenging. 

At the low-end are easy dungeons that 
even the most casual of players can muddle 
through. In doing so, they'll pick up items 
that will help them progress to slightly 
more challenging content. And so the game 
goes, continually raising the challenge 
level with tougher and tougher dungeons 
until (casual) players simply don’t have the 
time or skill to go further or (hardcore) 
players grow out of them and progress to 
Warcraft’s raids, epic dungeons that require 
teams of 10 or 25 to conquer the powerful 
denizens that reside therein. Even raids 
have varying levels of difficulty, from fairly 
challenging to “heroic” that only the most 
elite players will ever conquer. 

It's not often you find a game that 
literally has something for everyone, but 
thanks to its phenomenally broad, care- 
fully tuned, and incredibly varied content, 
WOW really does. Which is why it manages 
to garner such a hugely diverse player base. 

But this is only the beginning. As well 
as featuring a huge swathe of content, 
WOW presents it in several different social 
structures that enable players to select a 
playing environment that most appeals 
to them. 


GREETINGS, KIND SIR 

Most World of Warcraft servers are 
“normal”—warring factions can’t interact 
with one another, and the population 
consists of regular players playing, chat- 
ting, and generally being themselves. But 
WOW features a number of “RP” servers. 
These are servers where players “roleplay” 
by becoming the characters they’re playing, 
in both behavior and often in the way 

they converse. While this kind of player 
represents a small percentage of the WOW 
player base, they are nevertheless a very 
important part of its landscape. I’ve spent 
some time on an RP server, and while it’s 
sometimes weird talking to people who are 
playing a character—for example, expect 
responses like “good morrow, kind sir. How 
may I help thee” when you're asking for 
help on a quest—generally speaking, I have 
found RPers to be the nicest, coolest, and 
most helpful players out there. That’s 
because the vast majority of players on 

an RP server are respectful of their fellow 
players, want to maintain a friendly 
environment, and are really into what 

they do. 
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IT’S A COLD, CRUEL 

PVP WORLD 

If RP servers are the friendliest places in 
World of Warcraft, PVP (player versus 


player) servers are the opposite. On these 


servers, the warring factions really are at 
war: Players can be killed by an oppos- 
ing faction player at almost anytime, 


anywhere, and because of that, sometimes 


it’s very difficult to go to certain loca- 
tions, complete quests, and generally do 


SOUND OFF: Why / Don't Play WOW 

I should be the ideal target for a game such as World of Warcraft: I’m a 

role-playing and strategy-game geek; the Warcraft games rank among 

my favorite real-time strategy games; and I dig fantasy games with 

copious amounts of lore. Yet I've never played World of Warcraft. Why? I usually say my 


of objectives. These battlegrounds are a 
lot of fun, and many WOW players spend 
most of their time playing in these PVP 
environments. 

An even more hardcore form of PVP 
is the Arena, where small teams (2, 3, or 
5 players) face off in a deathmatch. The 
Arena’s competition is fast and furious, 
and the very best players can even enter 
regional and worldwide contests that 
Blizzard organizes. 


wife made me promise not to play WOW, but my unwillingness to play the game runs 
deeper than this. I don’t want to play a game that depends so much on other people’s 
schedules; I want to game on my schedule, not someone else’s. Sure, you can solo WOW, 
but you end up missing out on many parts of the game. And I'm still nursing a grudge 
against Blizzard for abandoning their Warcraft RTS games for their MMO. Yes, I'ma 
petty jerk. -Jason Wilson, Group Managing Editor 


the things people on normal servers take 
for granted, because that area might be 


controlled by your enemy, who will kill you 


on sight. 


Ultimately, conditions are harsh, and life 
can be tough, but for some players that has 


high appeal. On PVP servers, oftentimes 


there is a very strong faction community 


bond, and as long as you can deal with the 
downs, vengeance and furious anger served 


on a PVP server can deliver some of the 
best ups in the game. 


If you like the idea of PVP—but not all 
of the ttme—WOW has battlegrounds that 


anyone on any kind of server can enter 


to fight the opposition in a controlled envi- 
ronment. It has a variety of battlegrounds 


(ranging from 10 player—vs.—10 player to 
40-vs.-40), and each features its own set 


MUST...GET...EVERY THING 

A huge aspect of WOW’s appeal is found 

in the “collectibility” side of its gameplay. 
The game has thousands of different items, 
including mounts, toys (such as foam 
swords), vanity pets, and novelty items 
(that can do things like change your ap- 
pearance), and it even has things that carry 
crazy side effects (temporarily miniatur- 
izing a player, for example), prank-style 
items (that make a player dance uncon- 
trollably), and spells of annoyance (that 
force every player in the area to do a crazy 
emote). Players love to collect these items, 
some of which are very rare, because they 
can help their characters really stand out or 
do things that will make other players stop, 
stare, and ask “How did you do that?” or 
“Where did you get that from?” 


In a game where some people spend 
hours hanging out with friends who they 
only know as the avatars they see and 
interact with, having cool outfits, riding 
around on a super-rare mount, or being 
able to prank other players helps give a 
new dimension to the way those avatars 
are perceived, and how they can “play” 
with one another in the game by creating 
talking points, ice-breaking moments for 
social situations, or even giving people 
things to do in down-times when they are 
waiting for others to join them or to start 
a dungeon. 

Another high-appeal aspect of WOW to 
many players is Warcraft’s achievements. 
The game has tons and tons of them, and it 
presents them in a way that gives players a 
score and lets them compare what achieve- 
ments they've completed with others. This 
has high appeal to elitists who want to 
be the best; completists who might want 
to specialize in a certain area, such as get 
all the PVP-oriented achievements; and 
even regular players who simply want to 
earn the rewards and bonuses that some 
achievements deliver upon completion. 

Some achievement rewards are 
extremely difficult to get, and because of 
that, they are a status symbol. Special in- 
game titles are a case in point: Some titles 
are extremely rare and are a symbol of a 
player’s dedication and effort at besting 
the most challenging bosses or successfully 
hacking through an enormous amount of 
the game’s content. 


I'M A DAY TRADER 

Warcraft has a thriving economy: Players 
use the in-game auction system to trade 
millions of items, consumables, materials, 
weapons, armor...and many other things 
every day. While most players don’t really 
think too hard about this, some do, and 
they make in-game money because of it, 


simply by trading. 


From controlling areas of the market, 
through buying cheap items and marking 
them up, to working out that some items 
can be bought and broken down into ma- 
terials that are worth more than the item’s 
asking price, some players are very creative 
in making a profit. I’ve even known people 
who ve figured out that on a Wednesday, 
items are much cheaper than the weekend, 
when more people are playing and demand 
is higher, and they simply load up with 
goods midweek and then dump them all 
on the market during the weekend for a 
seriously tidy profit. 

For some, playing the market is even 
more fun than going out and dungeon- 
crawling or doing quests, and once again, 
WOW creates yet another avenue for 
people to have fun! 


NOT ALL OF THE GIRLS 
ARE GUYS 

One of the things that World of Warcraft 
has done successfully is attract a huge 
female audience. Whether this was by 
design or simply by accident is up for 
debate (I favor the latter view), but either 
way, WOW features characters and classes 
that seem to be appealing to gamers of all 
types—and sexes. 

A large part of that appeal stems from 
the fact that WOW offers the chance for 
players to take on a wide variety of specific 
roles that work within a team environ- 
ment. Whereas many massively multiplay- 
er games offer simple firepower roles for 
use against overpower-by-force challenges, 
WOW gives players a huge choice, from 
simple to complex damage-type classes 
through central-role leadership/command 
positions to pivotal support role and con- 
trol classes. We can get into a long discus- 
sion about gender roles and who likes to do 
what, but ultimately, the game lets people 
feel useful and have fun in a wide variety 
of ways: Teamwork and support is key, and 


as such lets players choose a role in the 
game that suits them, rather than being 
hammered into a narrow playstyle that 
might not—which unfortunately happens 
in many other games. End result: unisex 


appeal and fun for all. 


WOW MAKES IT EASY 

When it first came out, World of Warcraft 
was easily the user-friendliest MMO. But 
that was more a testament to how fiend- 
ishly complex and unfriendly most MMOs 
were at the end of 2004—despite having 
many at-the-time user-friendly features, 
WOW still required a fairly high degree 

of RPG/gaming knowledge for players to 
make headway. 

Over the past six years, however, 
Blizzard has spent a great deal of time 
working with players to add in a huge suite 
of features to help ease new players into 
the game, and now, particularly with the 
Cataclysm release, WOW is easier to get 
into and play than ever before. 

This has helped make the game univer- 
sally appealing. In my guild alone, I play 
with a massive variety of people, from 
young kids to retirees. They’ve all been able 
to get into the game and work their way 
to level 80, and while they definitely have 
different levels of skill, they’ve all founda 


way of making the game their own. 


FAMILY VALUES: RAIDING 
AND SLAYING TOGETHER 
This casual-friendly appeal has also meant 
a reinvention of something old into 
something new: Family game night has 
thrown out the board game and replaced 
it with World of Warcraft. When I was 
part of a very family-friendly guild, we had 
three generations of a family that used to 
play together a few nights a week: a young 
teen, his two parents, his grandpa, and 
sometimes their cousin. I thought it was 
really cool that they did this together, and 


I occasionally helped them through some 
of the more challenging dungeons (when 
their cousin wasn’t around). While I’m sure 
people across the country play video games 
in their living rooms together, WOW gave 
these people—who lived far apart—the 
chance to hang out together in a cool and 
fun environment and do something as a 
group. That’s something I imagine many 
more games in the future will strive to do, 
but I will always think that WOW helped 
lead the way. 


IT NEVER ENDS 

World of Warcraft’s core appeal simply 
comes from the fact that it’s not a static 
game. It continually changes thanks to 
regular content updates and expansions, 
and that really helps keep people playing. 
If by some miracle you manage to do 
everything there is to do in the game, wait 
a month or two and a content update will 
add more dungeons and challenges. While 
content does ebb and flow a little (at the 
end of an expansion cycle, the game’s 
population does dip), Blizzard does put a 
huge deal of energy into keeping the game 
fresh and exciting, and that helps keep 
player interest high! 


TASTING IS FREE 

So there we have it. That’s pretty much the 
basics of why Warcraft is so successful. If 
it sounds like a game that will appeal to 
you, give it a go. And therein lies the kicker: 
Blizzard makes it very easy to try out the 
game for free, giving you a few weeks to 
see if you like it. Simply download the trial 
version, make a character, and have fun. 

If you like the game, you can buy it, keep 
the characters you've made, and keep on 
playing. Nice and easy. Just be warned: 
Warcraft can be very addictive. After all, 
any game that has 12 million still playing 
it after six years isn’t going to be anything 


else... 
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Dude, You Spent How Much? 


THE GOST OF PLAYING WOW 


World of Warcraft 
Collector's Edition: 


The Burning Crusade 
Collector's Edition: 


Wrath of the Lich King 
Collector's Edition: 


Cataclysm 
Collector's Edition: 


PC bought in 2005 
Depreciation since 2006 


?. 


ESTIMATED MONEY SPENT 
SINGE NOV. 2004 LAUNCH: 


Motherboard 


Videocard 


Power Supply 


$13/month Subscription 
Playing since November 2004 


Internet 


$40-$89/month over 6-year span. 


One-third of online time 
dedicated to WOW. 


World of Warcraft 
trading-card game cards 


ePiity 


Superlucky Spectral Tiger card! Used it 
rather than selling it on eBay for $1,500. 


Baby Moonkin 


$80 
$80 


$70 
$10 
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Inside the Mind 
of a WOW Nut 


Along with being a car nut, GamePro 
VP. Content Jaz Rignall is one of the 
most devoted World of Warcraft play- 
ers youll ever bump into. In the follow- 
ing report, we ask the man how much 
he's spent on WOW-related purchases, 
including the cost of software, hard- 
ware, subscriptions, and other fees. 


Note: Stat collection has been in World of 
Warcraft for just 2” years, so some of these 
stats represent merely 40 percent of Jaz’s 
actual totals! 


Main CHaract er: wc ecccsessscsceessserseeveee PI@St 
Total time played: 210 days, 18 hours, 
16 minutes ( average 2.3 hours per day) 


Total damage done: ,+«..1,093,579,685 HP 
Total damage received: 563,834,329 HP 
Total healing done: 2,153,356,838 HP 


Beverages CONSUMEA: o........cceseseseseee nel bt 
Food eaten. ........ ce eaictcrinccnsenee 
Flights taken: .. Pe 
Vanity Pets owned: seinen aincseccel ee 
Critters “accidentally” killed: sitiran te ROE 


WARCRAFT GEAR T0 WOW YOU 


Go beyond the game with these World of Warcraft 


goodies every virtual denizen of Azeroth needs. 


a 


A variety of quality licensed figures are 
available for purchase online, but the 
Forsaken Queen, which stands at 7.5 
inches high, is one of the more striking 
(and seductive) official WOW statues. It’s 
ideal for any office or home desk. 


Written by Micky Neilson with artwork 
by Ludo Lullabi and Tony Washington, 
this acclaimed four-part graphic-novel 


series unfolds the tale of the mighty sword 


Ashbringer and its first wielder, Alexan- 
dros Morgraine. 
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THX TruStudio PC designed these 
headphones with WOW players in mind, 
delivering “unrivaled” sound quality. A 
wireless version of the headset is also 
available for a bit more. 


While some video-game clothing can bea 
real eyesore, this shirt is surprisingly slick, 
as it features stylish character illustrations 
surrounding the World of Warcraft logo, 
making it a great way to declare your 
WOW allegiance. 


’ WINDING WADNDAT LARAINIE BANIO 
VURLU tik VAROGHAT DANING MOUSE 


Constructed specifically for playing 
World of Warcraft by Blizzard and 
SteelSeries, this fully customizable 
gaming mouse features 15 programma- 
ble buttons with 130-plus preset game 
commands. Oh, and it even lights up! 


MNDIN AE WADRDALT: TUL QUA 
VURLU UF WARG Ar I HE nAI 


Penned by New York Times best-selling 
and award-winning author Christie 
Golden, World of Warcraft: The Shat- 
tering serves as a prelude to Cata- 
clysm, expounding on the story-line 
leading up to Deathwing’s assault. 
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In.an exclusive interview from their 
Tokyo neadquarters, Game Freak 
cofounadersJunichiMasudaand ken 
Sugimori describe the challenges 
of video-game development and 
tneir takes on the growth and future 
Of POKEMON. —Wwords by McKinley Noble 
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hen looking for 
Game Freak’s 
main office in the 
bustling urban 
neighborhood 

of Setagaya, Tokyo, it’s easy 

to miss Carrot Tower amid 

the claustrophobic rows of 
cellphone shops, arcades, and 
convenience stores. No Poké 
Ball-shaped sign hints at the 
location; the building doesn’t 
have a Pokémon store in its 
lobby; and you won't find any 
overly conspicuous posters or 
walls imprinted with Pikachu’s 
face. Unlike the offices of most 
video-game developers, Game 
Freek even lacks a security 
guard or front desk with a 
visitors book. All it takes to get 


A look at Pokémon’s 
evolution over its 
13-year history. 


Pokemon — 
ataGlance Over 


to Game Freak’s front door is a 
quick elevator ride and a stroll 


down the hall. 


This modest setting seems 
incredibly humble for the 
company that created a 
multibillion dollar interna- 
tional media franchise, and 
as Junichi Masuda and Ken 
Sugimori sit down in Game 
Freak’s “Gaia” room—a small 
conference area teeming with 
potted plants and greenery— 
they seem incredibly relaxed 
despite the long day of press 
meetings. And they should be: 
At the time of this interview, 
Pokémon Black and White has 
achieved record-breaking sales 
numbers in Japan, includ- 
ing a new landmark for the 


Pokemon Red and Blue 4 
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e Originally took over 
six years of development 


series—a 40/40 score from 
Famitsu, the largest and most 
influential video-game maga- 
zine in Japan. 

‘Tm so glad that they gave 
us a perfect score, since I’ve 
been involved in many previ- 
ous games, Masuda says with 


a small grin creasing his face as 


he speaks through a translator. 
“It’s an honor.” 

“Famitsu is definitely the 
core players’ magazine, and 
it’s something notable that 
they actually gave us a perfect 
score, Sugimori adds quietly. 
“With that kind of media, 
definitely, it’s an honor. If you 
play Pokémon, the more you 
learn, the deeper the game 
gets. In that sense, Famitsu 


y ¢ In Guinness Book of 
World Records as “Best 


Selling RPG on the 


million 
copies sold 


Game Boy” in 2009 


Pokémon Yellow 
30y, 1999) 
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Over 


million 
copies sold 


recognized that and gave us a 
perfect score. It’s very happy 
news for us.” 

Regardless of review scores 
Pokémon has been near the 
forefront of the video-game 
industry for over a decade. 
Starting with the original 
titles, Pokémon Red and Blue, 
each game in the flagship 
series has consistently posted 
record sales figures. Black and 
White continue this tradition, 
with huge preorder numbers 
from various retailers and 
possibly the series’ highest 
critical praise yet. Yet the 
staff at Game Freak is already 
anticipating how their next 
act is going to measure up. 
Even Masuda admits that so 
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¢ Credited with turning 
Pokémon into a multi- 
billion dollar franchise 


e First Pokémon game 
to incorporate a 
“Happiness” system 
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Over 
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Pokémon Gold and Silver 
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¢ First Pokemon game 
to feature a time system, 
Pokémon breeding, and 
Shiny Pokémon 


¢« Introduces the Steel 
and Dark types 
of Pokémon 


Pokemo 
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e First Pokémon game 
to allow players to 
choose their gender 
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Ruby and 


Sapphire 
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e First Pokémon game 
to feature Pokémon 
abilities, natures, double 
battles, and Pokémon 
contest f 
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soon after the launch of a new 
game, they’re still under pres- 
sure to deliver better results 
with the next game. 

“There’s a great amount 
of pressure because that’s 
exactly what the core players 
are thinking about. The next 
step is definitely a challenge, 
so I'm trying right now to 


come up with a new cool idea,” 


Masuda says. 

But with Pokémon Black 
and White on the precipice of 
release outside Japan, several 
new changes to the gameplay 
will make it a tough act to 
follow. Just looking at the 


‘Bs 


artwork alone shows a marked 
change in the series’ formula, 
with 3D camera work and 
larger environments detailing 
the Unova region in a way 
that the previous games never 
achieved in two dimensions. A 
variety of multiplayer options 
and Internet-friendly game 
modes further separate the 
game from its comparatively 
primitive predecessors. Dur- 
ing a roundtable conference, 
Masuda frequently highlights 
new features like “C-Gear,” 
which alerts players when 
someone around them is play- 


ing Pokémon Black and White; 


and Pokémon Global Link, 
which will essentially replace 
the Pokémon Global Trading 
System. Of course, a lot of 
new Pokémon fill Black and 
White as well, and creating a 
full game’s worth of new spe- 
cies means that Game Freak 
couldn’t rely on much content 
from the previous DS titles, 
including 2010's HeartGold 
and SoulSilver. 

“Our task for Black and 
White was to create over 100 
brand-new Pokémon. It was 
the biggest challenge since 
Pokémon Red and Green [Blue 
in the U.S.],” Sugimori says. 


“That was over 10 years ago, 
so it was a big, big mission to 
accomplish. Before the game 
launched, I was worried about 
creating that many brand-new 
Pokémon. But after launch, it 
was so successful that I had a 
real feeling of achievement. At 
Game Freak, we don’t repeat 
the same thing over and over; 
we always want something 
new to play.” 

New Pokémon and a fresh 
coat of graphical paint are 
just a few items on the laundry 
list of new additions to the se- 
ries, such as rotational battles, 


triple battle, Pokémon Global 


Pokémon Diamond & Pearl 


(Nintendo DS, 2007) 


\ 


Sf 4 
Wy : 
4 


A 


Pokémon FireRed, LeafGreen Pokémon Emerald 


(Game Boy, 2004] — (Game Boy Advance, 2005) 


Over 


11 


million 
copies sold 


¢ First remake of an 
original Pokémon game 


«First Pokémon game 
to feature Gym Leader 
rematches 


¢ First Pokémon game 
to feature wireless 
Internet connectivity 
and online voice chat 

e Introduces the Global 
Trading System 


Over 


17 


million 
copies sold 


Over 


million 
copies sold 


Link, and online combat. 
What remains to be seen is 


how the rest of the world will 
receive Black and White, and 
Game Freak knows that even 
with early success of the game 
in Japan, it has plenty of 
work to do. Despite all their 
achievements, Masuda and 
Sugimori don’t seem remotely 
ready to congratulate them- 
selves quite yet, nor do they 
seem ready to think about 
anything but the next Poké- 
mon project. 

“It’s always important to 
look at Pokémon from a dif- 
ferent angle,’ says Masuda, 
reflecting on his continued 
role in the franchise. “That's 
very difficult to learn. We 
hope that the younger staff 
can learn that. For Black and 
White, I was the director; I 
came up with the idea, and I 
gave it to the team. Eventually, 
in the future, I would like to 


Pokémon Platinum «& 
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get away from that role and 
become more like a producer, 
stepping back and looking at 
how other people work on 
those projects.” 

“There are a lot of designers 
that are technically better me, 
but I have more experience 
and more ideas,” Sugimori says 
with a rare laugh. “So, I plan to 
continue fighting with the 
younger staff. Eventually, I 
think it’s the players that 
decide which Pokémon are 
coolest. In the end, we’ll take 
that critique, and if the 
younger staff is doing better at 
creating Pokémon that appeal 
more to the audience, then 
that’s probably when that 
generational change should 
happen. But I’m fighting! I’m 
making a great effort to 
compete with the younger 
staff. Eventually, it will 
happen, but I’m still working 
for now.” @ 
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Pokémon HeartGold ne D 
and Souleuver 


DS, 2010) 


The PokéeMasters 


Ken Sugimori 
Art Director of Game Freak 


Ken Sugimori is an art director for the Pokémon 
video game series and supervises the graphic 
design team. He designed two main Pokémon 
characters, Reshiram and Zekrom, for the 
upcoming Pokémon Black and White, which 
is already out in Japan. 

Sugimori was involved in the plan- 
ning phase of the first Pokémon video 
game and created a number of new 
Pokémon. He is the first person who 
expressed the Pokémon world in 
graphic form. His hands created all 
official Pokémon illustrations used 
in the games or strategy guides. 


« Born: January 27, 1966 

¢ Illustrator for the official artwork of the core Pokémon 

games 

- Provides artwork for the movies, anime, and trading card games 
+ First game: Mendel Palace for the Famicom 

¢ Favorite Black and White Pokémon: Zekrom 


Junichi Masuda 


Director of Game Freak 


Junichi Masuda has been involved with the 
Pokémon brand since the development of the 
first Pokémon video game. He works on the 
development of all video games created 

by Game Freak, bearing responsibility for 

a broad array of work, including game 
design, music composition, script 

writing, and programming. He was 

a producer for Pokémon HeartGold 

and SoulSilver. He was a director 

for the upcoming Pokémon Black 

and White. 


¢ Born: January 12, 1968 

« Sole composer for Pokémon Red and Green 

- Has directed/codirected every Pokémon title since Crystal 

- Inventor of the Global Terminal system that allows players to 
trade Pokémon worldwide 

- Favorite Black and White Pokémon: Victini 


Pokémon Black 
and White 
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«First Pokémon game 
named after a metal 
since Pokémon Gold 
and Silver 


Over 


million 
copies sold 


Over 


10 


million 
copies sold 


e Second remake of an 
original Pokémon game 
e Introduces the Poké- 
Walker, an accessory 
that allow players to 
transfer Pokémon out- 
side of their game into a 
pedometer-like device 


e Introduces an all-new 
3D graphical design 

e First Pokémon game 
to feature rotational 
battles, 3-on-3 battles, 
seasons, and various 
wireless/online multi- 
player modes 
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How an obsessed fanbase, a long-awaited sequel, 
and aspiky-haired hedgehog came together to create 
one of biggest community outcries in recent history. 


WORDS BY JIM STERLING 


t’s been a big year for Sonic the 

Hedgehog fans. New beginnings, 

new games, and new controversies 

have given lovers of the blue blur 

plenty to talk about. But for those 
outside of the discussion, only one debate 
is raging...just what the hell is up with 
those bloody Sonic fanboys? 

Sonic the Hedgehog 4 opened up a Pan- 
dora’s box of community bitching that the 
world most likely wishes remained shut. 
Simply put—the fans bared their teeth, 
pulled out their claws, and very much like 
the ill-fated Werehog of Sonic Unleashed, a 
community known for its cheery optimism 
and love of furry romance suddenly trans- 
formed into a vicious, slavering monster. 


The backgrounds aren’t “backgroundy” 
enough. In the months between Sonic 4’s 
announcement and its release in October, 
the fanbase lost it. 

Even so, at least one prominent 
community member disagrees with the 
way people followed Sonic 4’s progress. 
Tristan Bresnen runs the popular fan blog 
TSSZNews.com, and he feels that some of 
the early criticism was unwarranted. 

“It doesn’t matter to me what Sonic 
looks like. It shouldn’t matter to anyone 
else, either. How he plays in-game is what 
should matter the most,” he explains. “In 
the case of Sonic 4, every time a video, of- 
ficial or otherwise, was released, the more 
extreme Sonic fans analyzed them on such 


@6@ [ve been harassed; I've had nasty phone calls 
tomy home at strange hours; I've had my website 
and personal e-mail compromised; and I've had 
legal threats. If you dont conform, youre a target. 
And even if you do, the other side will always shun 
YOu. 99 —tTristan Bresnen, TSSZNews.com 


From the very beginning, it seemed 
that the fans were out to get Sonic 4. 
First complaints came from the game’s 
episodic nature, which was a fair enough 
point. Episodic gaming hasn't taken off 
as well as everyone hoped, and fans had 
legitimate fears that Sega was trying to 
swindle them. But then the complaints 
grew more abstract and pointless. Sonic’s 
legs are too long. Sonic’s eyes are green. 


a microscopic level that by the time the 
game was out, it felt like you already played 
it many times over.” 

The aforementioned physics complaint 
was by far Sonic 4’s most controversial 
issue. Simply searching for “Sonic 4 phys- 
ics’ on YouTube will bring up a ludicrous 
amount of videos from angry fans ranting 
that Sonic 4’s physics aren’t exactly the 
same as those in Sonic the Hedgehog 2. 


“Thad few, if any, problems with the 
changes, and only occasionally did I 
notice something felt different,” Bresnen 
confesses. “The thing I still can’t wrap my 
head around is how for all the complaints 
about the physics, a portion of Sonic fans 
are willing to excuse it, [if] Sonic 4 [were] 
called something else. That they continue 
and are allowed to flourish within the 
Sonic community is a big reason fans have 
a bad rap.” 

And a bad rap Sonic fans have. Over the 
past year, they've gained a reputation as 
one of the most vitriolic fanbases around, 
and nobody’s spared their wrath. Is it 
wholly justified? Kris Knigge, cohost of 
the well-known fan podcast Sega Addicts, 
believes they’ve done quite a bit to earn 
their reputation. 

“I think that the Sonic fanbase is even 
more obsessively devoted than your aver- 
age die-hard game fanbase,” he says. “I 
mean, Sonic is probably the only franchise 
that I can think of that progressed from 
a series of high-quality, polished games 
to a series of flops. Sonic 4 was touted as 
Sonic’s return to form, a recapturing of his 
platforming glory days. Because Sonic 4 
wasn't exactly like the old games, people 
went nuts. Sure, the game wasn’t perfect, 
but some fans treated it like it was the child 
of the Antichrist.” 

Sonic fans are certainly emotionally 
invested in their spiky little friend, but 
in some instances that investment has 
become an obsession—and a potentially 
dangerous one. Those who do not allow 
themselves to become absorbed into the 
collective find themselves on the receiving 
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end of some nasty attacks. This author has 
been attacked by some of the more strident 
members of the fanbase, but others have 
had it worse. Bresnen has not just been 
insulted but actively harassed by enraged 
Sonic lovers. 

“Tve taken on a lot of unpopularity 
with many subjects of my stories because 
I don’t shower them with approval of their 
actions and opinions. I’ve been harassed; 
I've had nasty phone calls to my home at 
strange hours; I’ve had my website and 
personal e-mail compromised; and I’ve had 
legal threats. If you don’t conform, you're 


a target. And even if you do, the other side 
will always shun you.” 

At the center of all this fury is Sega 
itself, the grand puppet master behind the 
chaos. If Sonic’s own fans are subject to 
attacks, what of the hedgehog’s master? 
Ken Balough, Sonic 4’s brand manager, has 
seen some of the best and the worst the 
fans have to offer. 


“It’s definitely a double-edged sword, 
and the fans know this,” Balough explains. 
“On one side they can be huge supporters 
and really help you as a brand manager 
to get the message across in the right 
ways. But when they are upset, they will 
definitely let you know it, as well as every- 
one else.” 

Sega Community Team Manager Aaron 
Webber backs Balough up, and he adds 
that while the fans can be wonderful, they 
often expect far too much. “Some fans 
often ask for the world and then expect it 
to be done at the push of a button,” Webber 


@@ Because Sonic 4 wasnt exactly like the 
old games, people went nuts. Sure, the 
game wasnt perfect, but some fans treated 
it like it was the child of the Antichrist. 99 


—Kris Knigge, Sega Addicts 


says. Game development is, of course, 
not quite as simple, and because everyone 
has different views and opinions, things 
can get messy if you don’t sometimes 
take feedback with a grain of salt. If all 
fan feedback was taken verbatim, we’d be 
making a ‘Silver + Shadow + Amy + Big’ 
isometric-dating-sim game. And it would 


be absolutely terrifying.” 


The Rise and Fall of Sonic 


We chart how the games in the Sonic series have fared with reviewers for 20 years. 
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~~ Sonic the Hedgehog 
90.1% avg. Sega Genesis, 1991 


“Sonic the Hedgehog 2 
91.8% avg. Sega Genesis, 1992 


. Sonic Spinball 
75° avg. Sega Genesis, 1993 


Sonic the Hedgehog 3 
97.5% avg. Sega Genesis, 1994 


Sonic Adventure Sei et Bi RSI Sc 
7 86.5% avg. Dreamcast, 1999 | 


SegaGenesis,1996 


1991 


Sega is caught between the devil and the 
deep blue hedgehog when it comes to sating an 
audience, and never has the adage been more 
true—you really can't please everyone. Is Segaa 
victim of an issue it cannot control? Knigge feels 
that we can’t let Sega walk away without a little 
of the blood on its hands. 

“When Sega promoted Sonic 4, they were 
talking about revisiting what made Sonic great 
and looking into their past philosophy of ‘speed 


with a loud voice, but not one that we should pay 
attention to. 

“The Sonic fanbase is actually pretty awe- 
some, Webber attests. “The majority of Sonic 
fans are nice, down-to-earth people who just 
enjoy playing a video game where a little blue 
hedgehog and a two-tailed fox run around and 
collect rings.” 

Balough adds that things can be good again 


within the Sonic community, if we all just give 
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as reward,” Knigge says. “Sega PR’s goal is to get 
people excited, and they’ve shown that they’re 
successful at that. Unfortunately, their promises 
get people even more vitriolic when a game isn't 
exactly what they expect.” 

Sega talks big, but its actions over the years 
have often failed to deliver. Bresnen feels that 
Sega failed to meet its stated standards and that 
some of the anger from fans is justified: “While 
I appreciate nostalgia trips, I felt the classic 
callbacks [in Sonic 4] were so numerous that it 
bordered on laziness. At times it felt like playing 
a ‘best of’ collection updated for HD.” 

A sense of entitlement, outrage over shal- 
low issues such as eye colors, and a downright 
overemotional attitude over what is, at the end 
of the day, a video-game franchise has created 
the stereotype of the modern Sonic fan—a per- 
petually unhappy, venomous, spoiled brat. But 
while this is true of some vocal hedgehogphiles, 
Sega believes that this is just a minority—one 
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Sonic Heroes 
75.3% avg. Multiplatform, 2004 


Shadow the Hedgehog 
49.2% avg. (PS2) Multiplatform, 2005 


2000 


Sonic Riders 


each other a chance. “I think there are some 
lapsed fans who you may never get back, for 
whatever reason. Maybe this type of gameplay 
just isn’t their thing anymore; maybe they want 
a different experience out of video games,” 
Balough says. “I think it’s important to recognize 
this. I think if you don’t want to like Sonic, we'll 
never get you back; but if you're willing to give us 
a chance, like so many Sonic 4 fans, then hope- 
fully we can surprise you.” 

So, can we really all just get along? Can casual 
Sonic fans, hardcore hedgehog obsessives, and 
Sega itself club together and celebrate an iconic 
company mascot and the many great memories 
he gave us? Perhaps most of us can. But that 
vocal minority, the one who screams louder than 
we can applaud, will always steal the spotlight. 
And with Sonic the Hedgehog 4: Episode 1 done 
and dusted, we can all look forward to one 
thing...seeing the blood fly all over again in time 
for Episode 2. Gl 
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REAL 
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OF 


HALO 


WE SEPARATE FACT FROM 
FICTION IN ONE OF THE 
MOST INFLUENTIAL SCI-FI 
FRANCHISES IN GAMING. 


BY ANDREW GROEN 


ith Six video games, 
an anima ted Series, 
several graphic 
novels, and six 


books, Halo is perhaps the richest 


and most fully realized science- 
fiction universe ever spawned 
froma video game It’s also home 
tosome of the most inventive 
Sci-fi techr lolc wy We've ever seen 
In gaming. But how much of this 
universe stands up to scrutiny? As 


part of an ongoing GamePro series 
that e examines the actual l science 
behinc aes Ss, we reach out to 


ma ected professionals in the 
en = community—such as jet- 
Dé AC = engineers, plasma research- 
ers, mechanical engineers, and 
the sc ECE advisor for Battlestar 
Galactic —to discover the truth 
yehind Halos fictic 


JET PACKS 


Introduced in Halo: Reach, jet packs are promi- 
nently featured in the game’s multiplayer. But a 
fully equipped Spartan weighs over half a ton. The 
armor and equipment alone come in at about 1,000 
lbs. Add in the weight of the enormous, genetically 
engineered behemoth inside and you could easily be 
in the range of 1,250 lbs...not including the weight of 
the jet pack. 

Could a back-mounted chemical-propulsion sys- 
tem accurately and reliably launch this hulking mass 
of steel and bullets? 

“Yes,” says Nino Amarena, the CEO of Thunder- 
bolt Aerosystems, which engineers and manu- 
factures real jet packs for private use. “It would 
be possible to build a rocket motor that could lift 
that weight for short periods. But the pilot would 
also need to carry the load [of the jet pack] and the 
required fuel. 

Weight is the most significant issue, not just for 
launching the soldier into the air but for keeping 
the Chief a nimble, Covenant-killing machine on the 
ground. Seeing as the Chief can jump 9 feet in the 
air, we're guessing a couple of extra hundred pounds 
won't be an issue. 

The most beneficial factor for the jet-pack-touting 
Spartan is the MJOLNIR battle armor’s plating and 
shields. This would allow these supersoldiers to use 
far more volatile and powerful rocket fuels than 
would be possible with an unaided pilot, substan- 
tially cutting down on fuel weight. 


@ Verdict 
Plausible 
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PLASMA 
WEAPONS 


The staple of the Covenant armory is the famed 
Spartan shield—demolishing plasma rifle. To learn 
more about what plasma is, and why aliens are using 
fluorescent-lightbulb technology to destroy us, we 
contacted the Princeton Plasma Physics Laboratory. 

“Plasma, explains Patricia Wieser, a representa- 
tive of the laboratory, “is the fourth state of matter. 
It’s a hot, electrically charged gas.” But the term “gas” 
is merely a convenient descriptor. The ionized state 
of plasma can lead it to behave quite unlike any other 
form of matter. 

Two of the main characteristics of plasma are its 
capability to become highly charged by electricity and 
its reaction to magnetic fields. Due to these qualities, 
plasma can be moved or aimed in beams. Lightning 
is an example of a highly excited form of plasma that 
exists on Earth. 

Harnessing plasma in a handheld form is not out 
of the question. In 2005 the U.S. military stated it 
is developing a controversial new weapon based on 
plasma research. The weapon is nonlethal and could 
fire a laser from up to 2 miles away, creating a plasma 
reaction when it hit something solid (like a person). 
This in turn creates an electromagnetic pulse that 
triggers pain neurons without damaging the body. 
The stated purpose of this weapon is to induce maxi- 
mum pain in rioters. 
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GLASSING 
A PLANET 


The Covenant’s favorite means of dispatching enemy 
worlds is a process known as “glassing.” This is a type 
of orbital bombardment that so thoroughly destroys 
the planet that its surface is literally turned to glass. 

We've already found that we can use magnetic 
fields to harness plasma and fire it in beams, but 
the real question is whether it’s realistic to say that 
plasma could burn through the metals found on a 
planet's surface. 

According to the Princeton Plasma Physics Labo- 
ratory, this is entirely possible. “Plasmas are used to 
melt metals all the time,” Wieser says. “For example, 
plasma torches can cut steel plates, and arc furnaces 
can melt tons of scrap steel. Plasmas can have a 
temperature much higher than the melting point of 
any solid, It can melt anything. 

Although plasma’s melting capability is un- 
matched, it takes a large amount of energy to heat 
the plasma to a degree that it can slag metal. Using 
it to destroy the entire surface of a planet would 
require unbelievably massive amounts of energy, 
especially considering the attacking force would need 
to beam the plasma from hundreds of miles down to 
the planet’s surface. 

So while nothing’s theoretically impossible about 
this, the energy storage necessary for the Covenant 
to not only fly across the galaxy (and back home 
again) but then destroy an entire planet would 
require technology the likes of which we can’t even 
see glimmers of today. 
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MEGA 
STRUCTURES 


While humanity and the Covenant can’t construct 
these enormous structures, their predecessors, the 
Forerunners, most certainly did. Their crowning 
achievement is a working Dyson sphere. A Dyson 
sphere is essentially a bubble of satellites orbiting a 
star, completely enveloping it and absorbing all of its 
energy output. 

Deep inside the artificial planet of Onyx, the 
Forerunners concealed a “slipspace rift” that provides 
millions of miles of space inside an area that appears, 
in normal space, to be only a few meters. 

Inside of this slipspace rift is a habitat containing 
a Dyson sphere around a star similar to our sun. This 
makes for fascinating sci-fi, but it’s all for nothing if 
a Dyson sphere can’t power the civilization. 

Fortunately, nothing’s inherently impossible 
about a Dyson sphere—theoretically, humans could 
start building one today. This idea, however, has one 
major hitch: For it to work, the orbit must be at least 
as far as the Earth’s, with a radius of around 93 bil- 
lion miles. Some mathematicians say that creating an 
Earth-orbit sized Dyson sphere 3 meters thick would 
take the cumulative mass of our entire solar system. 
It would also likely take a beating from asteroids and 
comets. 

“Not only would a Dyson sphere require titanic 
amounts of energy,’ says Dr. Kevin Grazier, the 
scientific advisor for Battlestar Galactica, “but find- 
ing the amount of mass that would yield a structure 
with sufficient structural integrity would prove 


iallenging.” 
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GALACTIC 
GENERATIONS 


Halo portrays civilizations in its universe as being 
generational—one civilization rises to power, dies 
off, and inspires the next civilization to rise to 
prominence. The first known civilization in Halo, the 
Precursors, were worshiped like gods by the Forerun- 
ners. Later, the Forerunners took over and were in 
turn worshiped by the Covenant. 

But this raises an important question: Is it at all 
likely that an extremely powerful and intelligent civi- 
lization that colonized the galaxy would just die off 
completely? The biggest dangers to life as we know it 
are problems faced only by single planets. Superno- 
vae are thought to be life-destroying forces, but a 
large civilization would be able to move outside the 
blast radius. Asteroid impacts are similarly localized 
(even supposing they lacked the relatively simple 
teeny to divert an asteroid). 

Great civilizations normally rise and fall because 
f internal issues, rarely because of external 
pressures, says Cravtee saad s also the nosis of 
The Science “Laetiaall So a race may be past worrying 
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ORBITAL 
SPACE BATTLES 


The most dramatic change that Halo: Reach in- 
troduces to the series are epic space battles. These 
events are great eye candy, and even better for blast- 
ing aliens, but this also raises questions about the 
accuracy of Halo’s space flight. 

Are the physics of space flight similar to those of 
our Earth? Or do unique rules come into play when 
piloting a craft while in such close proximity to a 
significant eee mass? 

Rocke C-prop ulsion system 
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require air to be flowed through the engine,’ says 
Dr. William sivienaud, a es ee of Mechanical 
and Aerospace Engineering at the University of 
California, Irvine. 

So a rocket-propelled spacecraft would function 
much the same way as it would on Earth, with the 
notable loss of wind resistance. This loss of wind 
resistance leads to odd-looking results, and the 
action scenes of Battlestar Galactica best exhibit 
this: Ships would be able to turn and swivel without 
any resistance yet are unable to slow down without 
reverse thrust. 

Furthermore, it would be difficult to nog direc- 
tion and cae EMESINE while in orbit. 
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rapidly you cnange your orb it depends on how 


thrust energy you can apply to doing it * Graver says. 
Gass you alow Aowne fix e. , change Secs past a 
certain limit, you'd begin to fall to Earth and would 
need additional power and speed to return to your 
previous altitude. 
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WOUNDED WARRIORS. 
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gt. 1st Class David Gaffney 

led a unit in Iraq in 2007. A 

15-year veteran of the U.S. 

Army, Gaffney’s career and 

life changed when he suf- 
fered a pair of bullet wounds. The first, 
an open wound, tore into his skull. The 
second, a closed wound, blasted into 
him from the other side shortly after 
the first hit. 

Now deaf in his left ear and expe- 
riencing vision problems in his left 
eye, Gaffney’s working on recovering 
from his war wounds. He’s spent the 
past 30 months essentially relearning 
everything in his life. 

And video games have helped put 
him back together. 

Walk around the halls of the Walter 
Reed Army Medical Hospital in 
Washington, D.C., and you'll notice 
something strange; patients carrying 
Nintendo DS units as they travel be- 
tween appointments. Donated by the 
Red Cross, the handheld consoles are 
part of an effort to help treat veterans 
with traumatic brain injuries from the 
conflicts in Iraq and Afghanistan and 
are loaded with copies of Brain Age 
and Brain Age 2. 


Brain Age Rehab 
In a weird cross-section between 
gaming and neuroscience, Brain Age 
turned out to be ideally qualified for 
cognitive rehabilitation. The game 
challenges players to complete as- 
sorted puzzles and then displays the 
“age” of your brain depending on your 
score, and it includes a Stroop test, a 
common clinical test used to gauge 
underlying skill sets such as reaction 
time and immediate memory as well 
as diagnose neurological disorders. 
While post-traumatic stress disor- 
der was rampant with soldiers who 
fought in the Vietnam War, traumatic 
brain injuries are likewise a big prob- 
lem for soldiers leaving Iraq and 
Afghanistan. Brain Age proved per- 
fectly suited for the needs of Walter 
Reed’s Traumatic Brain Injury clinic. 
“It depends on the patient, but 
these guys are action-oriented, and 
even though the symptoms will 
resolve with time and therapy, this 
program makes things more active in 
their own recovery, says Dr. Susan 


“NOW I CAN 
GO TO THE 
STORE AND 
GET WHAT | 
WAS ASKED 

TO GET. THOSE 
ARE SMALL 
THINGS, BUT 
THEY’RE BIG TO 
A FAMILY.” 


—COL. BEDFORD 
BOYLSTON, A PATIENT 
AT THE BRAIN FITNESS 

CENTER AT WALTER REED 

ARMY HOSPITAL 


Schwabacher, a speech pathologist at 
Walter Reed. Schwabacher acknowl- 
edges that while further studies are 
needed to determine the software's 
exact usefulness, there’s a “use it or 
lose it” approach to the games in ef- 
fect that encourages patients to hone 
in on a personal obstacle and conquer 
it. Combined with the military’s spirit 
of competition (veterans boast of 
improved Brain Age scores within 
earshot of each other), this keeps 
patients coming back for more. 

With a broken leg, an X-ray will 
display the healing process and offer 
an accurate estimate of the patient's 
progress. With an injured brain, it’s al- 
most impossible to measure recovery. 
Asa result, the staff of Walter Reed’s 
Brain Fitness Center developed a 
two-pronged philosophy between 
constantly working the brain and 
the theory of neuroplasticity, which 
argues that the brain is incredibly 
elastic and that other areas of the 
brain can take over to compensate for 
a damaged area. 

“The old theory is, ‘Well, the dam- 
age is there—you've got to work a 
while to overcome it, but you can't,” 
says Col. Bedford Boylston, a patient 
of the Brain Fitness Center. “What 
these games are designed to do are 
stimulate the brain to overcome, 
basically rewire your brain to bypass 
the damage.” 

And the key to bypassing this 
damage is through constant stimula- 
tion. “Keep working your brain. Keep 
stimulating it in any way that’s an 
adjunct to traditional therapy,’ says 
Katherine Sullivan, a speech-language 
pathologist with the Brain Fitness 
Center. Founded in 2009, the Brain 
Fitness Center serves over 70 Walter 
Reed patients and incorporates 
various Nintendo Wii and DS titles 
into its treatment programs, such as 
Brain Age, Brain Age 2, ThinkSmart 
Family, Margot’s Word Brain, and 
Big Brain Academy: Wii Degree. They 
also use Dakim, a Windows- and Mac 
OS X-based rehabilitative software 
package that puts patients through 
a 20-minute battery of randomly 
generated tests, with each session and 
web-based games available through 
the Lumosity website. 


Rehabilitation with the 
Brain Fitness Center is 
voluntary. Patients enter, fill 
out quality of life, symptom, 
and cognitive surveys, and 
then come in and work with 
the games as frequently (or 
as infrequently) as they like 
over the course of their stay at 
Walter Reed. 


A Need to Change 
“From my experience and 
as a physician reviewing the lit- 
erature, this is the pathway to 
getting better,” says Boylston, 
who went on to cite the Army’s 
need to change where traumat- 
ic brain injuries are concerned. 
“Some of these guys go on and 
develop significant memory 
loss—the Army’s response is 
to have a notebook and write 
it down. 

“The goals are different from 
a game where you're playing 
to win,’ Boylston adds. “This 
is because people know there’s 
a problem and want to get 
better. You may play this game 
and do 100 modules and not 
feel any progress. And then 
something works inside, and 
suddenly, you go up to the next 
level. It’s very, very unclear 
how this system works within 
a brain that’s been injured, but 
it does work, and it’s the only 
pathway I’ve seen within the 
Army right now that gives you 
that opportunity.” 
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Boylston says that the 
games also helped alert him 
to other medical problems he 
was unaware of. “I was working 
on this for six months and 
was missing on the upper left 
quadrant [of the brain]. And 
only because I’m [playing] 
these games did I start to say, 
‘Hey, it appears I’m not getting 
it.” Boylston then sought out 
various specialists to diagnose 
the problem and receive ap- 
propriate treatment. 

In Gaffney’s case, the chal- 
lenge came from having to 
relearn how to use his brain 
as well as a revised set of past 
memories. Sitting in the com- 
puter lab, Gaffney describes 
how some things, such as his 
enjoyment of a favorite food a 
family member had made for 
him, were now gone. “You have 
to remember, so you put it on 
a sticky note and put it in your 
pocket,” Gaffney says. “The 
real problem is what you iden- 
tify as a problem and how you 
push past it. What a lot of this 
has done for me, it’s helped me 
find ways to push forward 
with the various disabilities 
that I have.” 

Gaffney reveals that other 
veterans returning from war 
with severe brain injuries have 
become frustrated when trying 
to return to the familiar, in- 
cluding video games. “They try 
to play first-person shooters, 


Virtual Reality and 


Psychological Trauma 
Video-game treatment programs at the 
Walter Reed Army Medical Hospitalfocus 
on rehabilitating veterans with brain 
trauma, but separate research is also 
underway to see if computer software can 
help soldiers suffering from post-traumatic 
stress disorder. Psychologist Loretta Malta, 
an instructor at the Weill Cornell Medical 
College in New York, is researching how vir- 
tual reality can be used to treat PTSD. The 
research entails having veterans with the 
disorder watch a realistic combat simula- 
tion called “Virtual Iraq” while monitoring 
their heart and breathing rates. The point 
of the exercise is to have patients discuss 


their emotional responses to the simulation 
afterward. Malta suggests that confronting 
disturbing memories through this program 
is a way Of identifying the problem so that 
participants can work through the pain and 
move on with their lives. 


BRAIN AGE? 


More Training in Minutes a Day! 


forget how [complicated] something 
is, and that’s when they'll get angry 
and go through controllers like wild- 
fire. Every weekend, somebody will 
play a game, and you'll hear a ‘thunk!’ 
sound and the crackle of small pieces 
of plastic, and you'll think, ‘Someone 
just went through a controller...that 
was 50 bucks,” he says, laughing. This 
frustration, Gaffney says, stems from 
the mindset that a soldier can move 
past any problem with enough effort 
and persistence, something Gaffney 
identifies with. 

“T never quit. If there’s a part ina 
game I can’t beat, I'll get angry and 
sit there for 2 hours and try to figure 
out how to beat it,” Gaffney says, 
who jokes about his own “Napoleon 
Complex” while gaming. 

While using video games to heal 
brain damage is certainly forward- 
thinking, it’s something that’s also 
continually developing into a better 
form of treatment. “Using computer 
software for cognitive rehab isn’t all 
that new, but it stagnated because 
the money isn't really there,” Sullivan 
says. “With the brain-fitness revolu- 
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We Want You 

While doctors at the Walter 

Reed Army Medical Hospital are 

using games like Brain Age to 

treat soldiers who've suffered | 
brain injuries, the U.S. Army | 
uses another game to help with 
recruitment. America’s Army is a 
tactical first-person video-game 
franchise developed by the Army 
as a recruitment tool intended to 
be both informative and enter- 
taining. Dubbed by the media 

as “Militainment,” the America’s 
Army games have received some 
flak from critics who suggest the 
series is a government instrument 
to convince young, impression- 
able gamers to enlist in the armed 
forces. We also note that while the 
games feature violent and realistic | 
depictions of combat similar to | 
what’s in Mature-rated titles like 

Call of Duty: Black Ops and Medal 

of Honor, the America’s Army | 
games bear a Teen rating. | 


tion and the money from the baby 
boomers, this market will purchase 
millions of copies of Brain Age.” She 
also notes that these sales, plus 
interest and capital from the neu- 
roscience industry, could allow top 
researchers to gather more data 
about similar cognitive-rehabilitation 
projects, put their name on next- 
generation software, and finance im- 
provements specific to their program 
for future users. 

Among the changes Sullivan would 
like to see are additional group func- 
tionality and multiplayer modes. 

She suggests that if scores could be 
anonymously saved (each player 
could use a handle as opposed to 
actual name), they could then po 
their results to social-media networks 
such as Twitter or Facebook. Sud a 
feature, Sullivan says, could provwfde 
additional motivation for her pa- 
tients: It would give them something 
to compete against (not to mention 
bragging rights). 

While the discussion about the 
technology and research involved in 
using these types of games as cogni- 
tive rehabilitation is still ongoing, 
even the smallest improvements as 
a result of the treatment can have a 
huge impact on the veterans. “When 
I'd get sent to the store, I'd get there 
and not remember what I was sup- 
posed to get. NowI cangotothe & 
store and get what I was asked to get, 
Boylston recalls. “Those are small 
things, but they’re big to a family.” 
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GRAN TURISMO 5. 


The Fighting Spirit 
of Capcom 


Learn how one Japanese publisher's dedication 
to perfection and community sustained a genre. 


t’s rare to see a game 
developer create a series so 
incredible that it redefines 
an entire genre. Nintendo's 
Super Mario series ensured 
that nearly all side-scrolling 
platformers that came after 

it paid homage to its brilliant 


design, just as Alexey Pajitnov 
paved the way for every 

puzzle game ever made when 
he designed Tetris. Capcom 

is known for reinventing a 
number of genres—Final Fight 
for the side-scrolling beat-em- 
up, Resident Evil for survival 


AND WHAT THEY’RE NOT. 


horror—but for most fans, the 
company is synonymous with 
fighting games. While a host 

of imitators and competitors 
have come and gone, Capcom 
continues to dominate the 
genre through dedicated 
refinement, a close relationship 
with its dedicated fans, and 
creative licensing. 

But Capcom encountered 
trouble in its first foray into the 
fighting genre. The first Street 
Fighter is a horribly unrespon- 
sive quarter-hog arcade game; 
its awkward controls, ugly 
visuals, and unsophisticated 
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fighting engine relegate it to 
novelty status. You'd be hard- 
pressed to find anyone who 
remembers the game exists, 
much less found any enjoyment 
out of it. The only thing the 
game does right is introducing 
the iconic duo of Ken and Ryu,, 
giving Capcom a foundation 
to build upon for the game 
that would literally change the 
industry—Street Fighter II: The 
World Warrior. 

Its March 1991 release 
is a watershed moment for 
most gamers, and it became 
impossible to go anywhere that 
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housed video games without 
seeing a long line of people, 
quarters in hand, waiting for 
their turn to duke it out with 
the eight characters. 

“Street Fighter II almost 
single-handedly revived the 
arcade business for a long 
time,’ says Capcom Community 
Manager and renowned Street 
Fighter expert Seth Killian. It 
also ruined the grade point av- 
erages of an entire generation of 
school children who flocked to 
arcades, bowling alleys, and piz- 
zerias to dump their allowances, 
one quarter at a time, into 
the machines. The franchise’s 
popularity is such that it’s still 
helping to keep some arcades 
alive. Ralph Sehnert, owner of 
Family Fun Arcade in Granada 
Hills, CA, appreciates what the 


THE BOTTOM LINE 


Fighting-Game Timeline: 


Street Fighter series has meant 
for his business. 

“Street Fighter has been 
the most consistent and most 
productive series in the 37 years 
that we have been in busi- 
ness, he says. “All of the Street 
Fighter titles, with few excep- 
tions, have had a consistent, 
long-term following.” 

In order to maintain and 
appease the rabid fanbase, 
Capcom released a string of re- 
visions, starting with Champion 
Edition, which allowed players 
to select the four previously 
unplayable boss characters: 
Balrog, Vega, Sagat, and M. 
Bison. Turbo edition came 
next, upping the speed of the 
matches and adding new moves 
for all of the characters; many 
arcade owners also hacked into 


the arcade boards, resulting in 
ridiculous variant machines 
that featured outrageous move- 
sets and glitches. 

Capcom continued to milk 
the Street Fighter cash cow 
by introducing Super Street 
Fighter II: The New Challengers, 
which adds Cammy, Fei Long, 
T. Hawk, and Dee Jay to the 
roster; a Turbo revision soon 
followed, adding the Akuma 
character and Super maneuvers. 
This particular revision would 
help birth the “tournament 
scene, where gamers gather to 
compete for cash prizes; one 
of those tournaments is EVO, 
which is still held annually at 
Caesar’s Palace in Las Vegas 
and has become one of the 
premier fighting-game tourna- 
ments around. 


Street Fighter 1987 
Street Fighter Il: CE: 1992 
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The first Street 
Fighter is a hor- 
ribly unrespon- 
Sive quarter-hog 
arcade game:; its 
awkward controls, 
ugly graphics, and 
unsophisticated 
fighting engine 
relegate it to 
novelty status. 


_ 


“My favorite is Super Street 


Fighter II Turbo,” Killian says. 
“It has a large cast of charac- 
ters, each with a really strong, 


Street Fighter ll: World Warriors: 1991 
Street Fighter Il Turbo: HF: 1992 


individual playstyle. They’re also 


all really dangerous—you can 
lose at SSF2T in the blink of an 


eye, and that razor’s edge feeling 


that you could be crushed at any 
moment was just electric.” 

The incredible fame of the 
Street Fighter II franchise pro- 
vided a launch point for other 
game companies to capitalize 
on the popularity of fighters by 
releasing their own franchises, 
such as SNK’s Fatal Fury, World 
Heroes, and Art of Fighting 
and, of course, Midway's Mortal 
Kombat series. 

In order to stay relevant in an 
increasingly crowded market, 
Capcom began to branch out, 
extending their fighting- 
game portfolio to include new 
franchises like Darkstalkers and 
Rival Schools to better compete 


Super Street Fighter Il: 1993 
Fullmetal Madness: 1995 
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[Street Fighter IT's] March 1991 release is 


a Watershed moment for most gamers, 
and it became impossible to go anywhere 
that housed video games without seeing 
along line of people, quarters in hand, 
Waiting for their turn to duke it out with the 


eight characters. 


with new rivals like Namco 
Bandai’s Tekken and Sega’s 
Virtua Fighter. Capcom also 
released the Akira-developed 
Street Fighter EX series, which 
broke away from the tried-and- 
true 2D fighting format in favor 
of 3D; unfortunately, the EX 
series netted less than favorable 
results, as it strays too far from 


Darkstalkers: 1994 


the core values that make Street 
Fighter so successful. 

Capcom had much better luck 
with the true successor to the 
Street Fighter II series—Street 
Fighter Alpha. It ushered in 
a new era in Capcom fighting 
games with a colorful anime art 
style, never before seen charac- 
ters, and new gameplay features 


Marvel Super Heroes: 1995 


r 


X-Men: Children of the Atom: 1994 


such as the Alpha Counter. Its 
sequel, Alpha 2, expanded on 
the new formula by adding more 
characters as well as the insanely 
popular custom combo system. 
The series finally reached a 
climax with Street Fighter 
Alpha 3, which introduces the 
choice of one of three fighting 
styles: A-ism, which allows 
multilevel supermaneuvers; 
V-ism, which features a refined 
Alpha 2 custom combo system; 
and X-ism, which throws its 
characters into an old-school 
playstyle much like the original 
Street Fighter II. This allowed 
gamers to tailor their playstyle 
to suit their own individual 
tastes and lent a greater degree 
of control over their fighters. 
By this point, Street Fighter 
was contributing significantly 


Cyberbots: 


Street Fighter Alpha 2: 1996 
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to Capcom’s success. But not 
content to coast, Capcom 

struck a forward-thinking deal 
with Marvel Comics to create 

a fighting game based on their 
immense library of characters; 
the first title to come from this 
partnership is X-Men: Children 
of the Atom. It’s a revolutionary | 
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Star Gladiator: Final Crusade: 1996 
New Generation: 1997 


Marvel VS. Street Fighter: 1997 


A 


fighting game because the pace 
is faster than anything anyone 
had ever seen before; it also 
lets you throw combos of quick 
punches and kicks in rapid 


succession. Its level ceiling is far © 
higher as well to compensate for — 


the superpowers of the charac- 
ters, and this helped introduce 


X-Men V8. Street Fighter: 1996 


Street Fighter EX: 1996 
Pocket Fighter: 1997 


the now ubiquitous air combo. 
Children of the Atom 
inspired a sequel simply called 
Marvel Super Heroes, which 
introduces more Marvel 
characters and lets you enhance 
your character’s abilities by 
using gems, but the series took 
a Hulk-sized leap forward when 


Red Earth: 1996 
street Fighter Ill: 2nd Impact: 1997 


street Fighter IV 
brought the series 
back to its roots 
with gameplay 
reminiscent of 
the original core 
titles, but fans 
were initially 
Skeptical of the 
new 3D-focused 
graphics, perhaps 
as aresponse to 
their unfavorable 
memories of the 
failed EX series. 
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Capcom released the crossover 
title, X-Men VS. Street Fighter. 
Not only does it draw from the 
deep well of the two companies’ 
respective portfolios, it also 
allows gamers to choose two 
characters instead of just one, 
with the capability to switch 
between the two in the middle 
of a round. The same gameplay 
features live on in VS. fighting- 
game titles such as Marvel 
Super Heroes VS. Street Fighter 
and Marvel VS. Capcom, which 
introduces helper characters. 
MVC randomly selects helper 
characters, nonplayable fight- 
ers that can jump in a certain 
amount of times to help you. 
As with most Capcom fight- 
ing games, these sequels are 
merely preludes to another 
leap forward; think of them as 
incubators for ideas that would 
eventually hatch and spawn the 
next evolutionary step—in the 
case of the VS. series, Marvel 
VS. Capcom 2. This immensely 
popular title features lets you 
select three characters from a 


gigantic roster of Marvel and 
Capcom characters, new super- 
moves, new combos, and the 
ability to call on your teammate 


Street Fighter lll: 
Rival Schools: 1997 


characters to jump in and help 
you without actually switching 
to them. 

Marvel VS. Capcom 2 
brought fighting-game tourna- 
ments to a new pinnacle in 
2000, requiring a combination 
of speed, reflexes, timing, and 
anticipation to survive the 
ocean of seasoned MVC2 
players; the game's fighting sys- 
tem is so deep that players are 
still discovering new combos. 
Justin Wong, a five-time Marvel 
VS. Capcom 2 EVO Tournament 
champion, credits the game's 
air combo system as the main 
reason for this. 

“When you cancel normals 
into a superjump, you can 
continue your combo into 
something even more creative,” 
he says. “It makes combos more 
creative and more drastic.” 

While the hyperactive 
pace made sense for MVC 2, 
Capcom took a more me- 
thodical approach for the much 
anticipated Street Fighter III: 
New Generation. The game 
introduces four exceptionally 
impactful gameplay changes: 
universal overhead attacks, EX 
attacks, the choice of multiple 
supermoves, and the advanced 
technique of parrying. True to 
its past form, Capcom released 
two revisions: 2nd Impact and 
3rd Strike. 

While the former is seen 
as a marginal upgrade, the 
latter is regarded as a complete 
reimagining of the original. 
The style of the characters and 
environments were completely 
reworked, Capcom completely 
reworked the audio, and you 
now get to choose your op- 
ponents. 3rd Strike remains a 
favorite among top-tier players, 


and it continues to draw crowds _ beautiful and has some great the most complete fighting tera period of dormancy in sub- 
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and brightest light. The rising 
popularity of home consoles 
also slowly sapped the arcade 
industry of life, robbingthe 
fighting genre of an important : 
part of its success. Capcom did | 
release a title called Capcom 
Fighting Evolution during this | 
time, but it had littleimpact; 
rehashes, rereleases, and col- 
lections began to rule the store | 
shelves, and while it helped | 
keep fans interested, the genre | 
looked to be on life support 
with the absence of its most 
powerful supporter. 

But after a seven-year hia- 
tus, Capcom finally returned 
with Street Fighter IV, andthe | 
title’s impact was immediately 
felt. “[It’s] been a tremendous 
boost to an industry that, es- 
sentially, has been dead for 
12 years.” says Sehnert, citing 
the increased revenue a new 
Street Fighter means for 
arcade owners. 

Fans also benefited from 
Capcom’s return to fighting 
games, as Killian notes. “Street _ 
Fighter IV deserves credit for 
reigniting the genre [that] 
Street Fighter II created after 


it had fallen off most people’s 
radar,” he says. 

Street Fighter IV brings the 
series back to its roots with 
gameplay reminiscent of the 
original titles, but fans were 
initially skeptical of the new 
3D-focused visuals, perhaps 
as a response to unfavorable 
memories of the EX series. The 


fourth numbered Street Fighter, : 


however, was well received by 
the community. Its new charac- 
ters and gameplay mechanics, 
such as the revenge-based Ultra 
maneuvers and Force Attacks, 
reestablished Capcom’s place in 
the fighting-game spotlight. 
Street Fighter IV also helped 
reinvigorate the tournament 


scene thanks to the flexibility of : 


the aforementioned Force 
Attacks. While it has its 
intended uses, players quickly 


figured out that it allows you to 
interrupt a combo or maneuver 
to set up opponents for an Ultra 
maneuver or another combo. 
Dubbed “Force Attack Dash 
Canceling,” this tricky maneuver 
is one of the reasons why 

Super Street Fighter IV is now 

a mainstay in fighting-game 
tournaments such as the 
international EVO Champion- 
ship Series. 

But true to typical Capcom 
form, they went back to the 
drawing board shortly after 
Street Fighter IV’s release for a 


revision that appended “Super” 


to the title. This new iteration 
introduces 10 more characters 
to the roster but, more impor- 
tantly, incorporates numerous 
tweaks to the fighting engine. 
Capcom would release 
another crossover title, 


Tatsunoko VS. Capcom, 
starring an impressive lineup 
of Japanese animated heroes, 
but its next big splash will no 
doubt come with the upcoming 
Marvel VS. Capcom 3. The 
company is also teaming up 
with rival franchise Tekken 
for a new crossover series; 
Capcom is creating one title 
called Street Fighter X Tekken, 
while the Tekken develop- 

ers are making a game with 
the inverse title. It remains 

to be seen how fighting fans 
will receive these games, but 
there’s little reason to believe 
these titles won't be success- 
ful. Capcom’s storied history 
makes it clear that they have 
the magic touch when it comes 
to delivering compelling fight- 
ing games; if the titles do fail, 
or if the community is critical 
about specific elements, fans 
can bank on an updated revi- 
sion that addresses 

those concerns. 

And that is the secret of 
Capcom's success: They con- 
tinually demonstrate a willing- 
ness to improve their fighting 
titles. While some companies 
are content to milk a franchise, 
Capcom isn’t afraid to abandon 
something that works in a 
constant search for something 
that works better. This is even 
more admirable when you 
consider the passion and 
fervor inherent in the fighting- 
game community. 

Longtime competitor 
Thomas Shin says it best: “The 
fighting-game community 
exists because at the core of 
everything, we are—to put it 
bluntly—romantics. We carry 
the ideal of an ‘honorable fight’ 
where two people, regardless of 
physical handicap, can still play 
on even ground. Anybody can 
step to a controller and play; 
there’s no bias.” 

That Capcom can continue 
to impress and entertain this 
band of romantics speaks to 
their skill and their forward 
thinking ways.—Pete Rizkilla 
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World of Warcraft: 


Cataclysm 


Blizzard’s latest expansion updates much of the 


old content but leaves WOW vets wanting more. 
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= Developer: 
Blizzard Entertainment 
= Publisher: 
Blizzard Entertainment 
= ESRB: T 
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orld of Warcraft 
is one of the most 
successful gaming 
franchises of all time. Six years 
after its release, the game 
continues to go from strength 
to strength thanks to regular 
new content updates every few 
months and, every year or two, 
full expansion packs. The third 
of those recently appeared in 
the form of Cataclysm. 

Like the two expansions before 
it, Cataclysm brings new zones, 
new dungeons and—for the first 


aseumaeers 


time since The Burning Crusade— 
two new races. The biggest change 
of all, however, isn’t represented by 
the new content—instead, it’s the 
repackaging and repurposing of 
what was already there. 

Firstly, Cataclysm delivers a 
completely new, original World of 
Warcraft experience that updates 
most of the original game's content 
and makes it much more friendly 
and fun for new players. A very clever 
move, for sure, and one that shows 
that Blizzard is certainly not resting 
on its laurels despite its huge success 
and wants to continue to grow the 
World of Warcraft game even more. 


Secondly, after two expansions’ 


worth of character evolution and 
bloat, the designers have decided 
to hugely redesign and simplify 
the fundamental game mechan- 
ics. Stats, character talents, spells, 


and itemization have all been 
tweaked significantly. The end re- 
sult is a game that feels more like 
the original World of Warcraft, 
but one that’s combined with 
the newer, more refined, better 
designed presentation layer and 
convenience features that Bliz- 
zard developed during the Wrath 
of the Lich King expansion. For 
the most part, it’s the best of 
the old combined with the best 
of the new. But while that’s a 
good thing, one thing that does 
bug me about Cataclysm is that 
because so much of its focus is on 
redoing old content and taking 
the gameplay back to an earlier 
style, in some respects, it falls a 
little short of being a full-blown 
expansion compared to previous 
new additions to the World of 
Warcraft franchise. 

Ultimately, the game has taken 
a step forward by taking an even 
bigger one back. Because so much 
focus has been on the old content, 
the new content feels somewhat 
disappointing compared to prior 
expansions, whose focus was on 
entirely new continents of new 
content. Sure, the new stuff is cool, 
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but it’s very easy to play through, 
and hitting the new level cap of 85 
takes disappointingly little time. 
Some of the new dungeons are 
fortunately more challenging, but 
even so, the expansion does feel 
generally light on new stuff. 

But what World of Warcraft 
players do know is that the game 
is always changing. Cataclysm 
isn't a final version—it’s just the 
beginning, It will improve over 
time, because that is the beauty of 
a game whose developers listen to 
the players and continually make 
tweaks, nerfs, and overhauls to the 
fundamental gameplay while add- 
ing content that drives the entire 
expansion story-line forward. 

So while it might not be the 
best WOW expansion, what 
Cataclysm has done is helped 
make World of Warcraft a much 
better experience for beginners 
while providing a “soft reset” 
of the game’s mechanics so the 
developers can continue to build a 
stronger product for the hardcore 
fans. Overall, that’s a good thing 
for the game: Let’s just hope the 
best of this expansion is yet to 
come.—Julian Rignall 
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Gran Turismo5 


Sony's once-pristine simulator took a few nicks 
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Developer: 
Polyphony Digital 
Publisher: Sony 
Computer Entertainment 
ESRB: E 
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ony initially announced 

Gran Turismo 5 in 

2005, yet thanks to 
numerous delays, it wouldn't 
release until late 2010; even 
then, it launched three weeks 
late, reportedly due to more 
production issues. The famed 
Gran Turismo facets are still 
in the game—a massive tally 
of licensed cars (more than 
1,000), pitch-perfect handling 
throughout, and loads of racing 
options, including new NASCAR 
and go-kart battles—but many 
critics questioned not only 
whether it was worth the wait 


THE BOTTOM LINE 


Report Card: 


during its lengthy trip to retail. 


but whether the game actually 
benefitted from the additional 
development time. The 
Metacritic score of 84 indicates 
primarily positive reviews, 

but it’s surely not the glowing 
beacon that many expected. 

“Tt seems to have been devel- 
oped at this ridiculous length and 
expense in a vacuum, by a studio 
pursuing its own unique agenda... 
ignoring everything that was going 
on around it,’ asserts Eurogamer's 
Oli Welsh. “This, as you might 
imagine, causes a few problems, 
such as archaic online multiplayer, 
an unwieldy interface, terrible opti- 
mization, and obtuse structure.” 

Concerns about the interface 
and loading times permeates many 
of the reviews. GamePro’s Jaz 
Rignall says, “Navigating around 
the game is often slow and repeti- 
tive,” he notes. “In this day and age, 


when there are many examples of 


Gran Turismo: 96 
Gran Turismo 2:93 


best-practice interfaces, and whena | 


developer has had 13 years of itera- 
tion to finesse the way their game 


works, I am very disappointed to be — 


clicking around screens that seem 
like they came out of the last cen- 
tury.” Rignall further admonishes 
the frequent and lethargic loading 
times. “If you don’t have 8GB of 
space to preinstall the game data, 
you are in for a frankly horrible 
experience, he says. 


Not only did the sluggish and 


clunky menus put reviewers off, 


but some also complain about the : 


series’ continual focus on target- 
ing hardcore car gurus instead 
of fun and accessibility for more 
casual players. 

“GTS is like walking in ona 
group of physicists discussing 
string theory and asking who 
wants to go toss around a ball 
for a bit,” Joystiq’s Randy Nelson 
says. “You're looking to have fun; 
they’re only interested in study- 
ing the math.” 

And surprisingly, though the 
series has long been on the cutting 
visual edge, it’s easy to find com- 
plaints about the division between 
“premium” and standard vehicles 
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Itseems to have 
been developed 
at this ridiculous 
length and ex- 
pense ina vacu- 
um, by astudio 
pursuing its own 
unique agenda. 
— Olid Welsh, Eurogamer 
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as well as the limited damage- 
modeling system. 

Though the core racing 
experience ultimately won most 
reviewers over, and will no doubt 
help Gran Turismo 5 sell enough 
to justify the lengthy development 
cycle, it’s difficult to say whether 
continually adding features without 
refining peripheral details makes 
for a better game. With luck, Po- 
lyphony will learn from the critical 
reception and bring more finesse to 
the next attempt—but hopefully, it 
won't be another half-decade out. 
—Andrew Hayward 


Gran Turismo (PSP): 74 
Gran Turismo 5: 84 


Bejeweled 3 


A clear but cautious demonstration of PopCap’s 


ability to create addictive, timeless games. 
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Developer: 
PopCap Games 
Publisher: 
PopCap Games 
ESRB: E 
eS SS SRR 


t took PopCap six years to 

release the third numbered 

installment of their 
infamous and addictive match- 
three puzzle, and to no one’s 
surprise, it garnered positive 
reviews from most critics. 
What’s surprising is that the 
core game hasn't changed 
much—it still tasks players 
with lining up three or similar 
gems together—so the critical 
discussion about the new game 
mostly focuses on the variety 
of new modes. 

“What makes Bejeweled 3 so 

wonderful is the almost endless 


options of things to explore 
and learn,” Destructoid’s Dale 
North says. “You have all of these 
modes to challenge you and new 
strategies to find within. If you're 
a well-versed Bejeweled fan, you 
can put your chaining skills to use 
in many new ways to get pretty far, 
but there's plenty of new strategy 
that continually pops up.” 
Another common theme 
critics raise is how a wealth of 
creativity complements the 
sense of variety. “PopCap’s 
latest keeps the central game 
the same as it ever was, and 
it’s as terrifyingly effective as 
usual,” says Christian Dolan of 
Eurogamer. “But built around 
that time-honored jewel- 
matching mechanic is a web of 
bright new ideas, spun off into 
a range of chunky additional 
modes. Bejeweled 3’s cautious, 


 butitisn’ta lazy update by 


any means: It’s much more 
inventive than you might have 
suspected.” 

The only negative criticism 
leveled at the game is that 
some modes are superior to 
others, something not un- 
expected in a game that’s 
structured like a jazz album: a 
variety of artful variations on 
a theme rather than distinct 
games falling under a single 
banner. Of the seven new 
modes, multiple critics singled 
out Butterfly. Jeff Cork at 
Game Informer says, “Once 
you get past Butterfly’s cutesy 
name and presentation, you'll 
find a challenging game in 
which winged gems inch their 
way to the top of the screen 
after each turn.” 

The discussion surrounding 
Bejeweled 3 reflects not just 
the game’s artistic and product 
value but how and why PopCap 
remains the prominent face of 
independent- and casual-game 
design. Rather than reinvent 
the wheel, PopCap took the 
proven core and built a varied 
and interesting outer layer 
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What makes 
Bejeweled 3 so 
wonderful is the 
almost endless 
options of things 
to explore and 
learn. You have all 
of these modes 

to challenge you 
and new strate- 
gies to find within. 
— Dale North, Destructoid 


around it, making Bejeweled 3 
a game whose aesthetics and 
play gleam from polish and at- 
tention. While it isn’t ground- 
breaking or life-changing, it is 
fun, and more importantly, it 
feels inventive and fresh, a 
neat trick for a franchise that’s 
been around for what seems 
like forever. 


—Anthony John Angello 
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ANALYSIS 


2 @ & 
Disney Epic Mickey 
Warren Spector’s latest attempt to capture 
the artist's dilemma gets mixed results. 


= Developer: 
Junction Point Studios 
= Publisher: 
Disney Interactive 
ESRB: E 


lenty of little issues 
bog down Disney 

Epic Mickey, like the 
inconvenient camera and the 
abundance of fetch quests. 
But the most interesting 
gameplay element is the paint- 
and-thinner concept that lets 
Mickey create and erase objects 
like platforms, structures, and 
mechanisms. These two tools 
serve as a morality system, 
with paint representing 
“good” actions and thinner 
representing “evil” deeds. 
Unlike most such systems, 
your moral extremes are also 


P 


THE BOTTOM RINE 


your tools, so doing the “good” 
or “evil” thing is no longer 

your only consideration when 
making decisions. Creating this 
tug-of-war between utility and 
morality is the ideal Epic Mickey 
strives for. But how well does 

it work? 

Some critics legitimately 
enjoyed making decisions that 
impacted the world. The deci- 
sions themselves are fairly binary, 
but some found that effective 
gameplay consequences elevate 
the fairly simple design concept 
into something more. Joystiq’s 
Randy Nelson says, “Choices like 
‘Do I drop a safe on someone to 
get what's inside, or take the time 
to find a more clever solution?’ 
not only lead to different endings, 


puta feeling that you're truly 


affecting the game world in a way 
greater than even creating and 
destroying chunks of it.” 


Combat also benefits from the 


paint-and-thinner mechanic, as 
it gives you a choice in how to 
deal with most enemies. Game 
Informer's Andrew Reiner says, 
“Blotlings...melt into a puddle if 
you pour thinner on them or be- 
come docile if you splatter them 
with excessive amounts of paint.” 

Even bosses allow for multiple 
approaches. “You'll face mo- 
ments, like a battle against Cap- 
tain Hook, where your choice is 
more than just ‘Will I use thinner 
or paint?’ Instead, it’s “Will I just 
go in and fight Hook on my own, 
or will I try and rescue Tinkerbell 
first?” 1UP’s Justin Haywald 
says. ‘And choices like that affect 
how the battle plays out.” 

But many feel the game 
doesn't take this concept far 
enough. GamePro’s Andrew Hay- 


ward says the paint and thinner is : 


“not a tremendously interesting 
element, and the ‘morality deci- 
sions’ (converting or dissolving 
enemies) don't play a very large 
part in the game's progression.” 
And Reiner feels the choices 

themselves lack impact thanks to 
the limited gameplay structure. 


CRITICS’ RATING 


METACRITIC: 


Is 


— 


GAMEPRO 
GameSpot 
Game Informer | 
Joystiq 

IGN | 
Eurogamer 
GamesRadar 


In the quest to 
make both ex- 
tremes useful, 
Junction Point 
may have limited 
the promised flex- 
ibility of playstyle. 


| 


“Unfortunately, most of the 
choices don’t hold much emotion- 
al resonance,” he says. 

Constantly making decisions 
based on both a predetermined 
moral compass and tangible 
gameplay strategies is something 
that morality games flirt with, 
but Epic Mickey’s design in- 
tended to fully embrace the idea. 
But most agree that this idea as 
it appears in Epic Mickey is not 
developed enough. In the quest to 
make both extremes useful, Junc- 
tion Point may have made each 
too necessary too many times, 
limiting the promised flexibility. 
—Jeremy Signor 


One of the topics we considered investigating for this article was Epic Mickey's camera, which some reviewers took issue with. During an 
explained the difficulties in designing a third-person camera and expressed his desire that 


interview with MTV, 


“people would get it out of their head bias we made a ‘Mario’ competitor, because we didn’t.” 


Donkey Kong 
Country Returns 


Nintendo's throwback sequel won widespread praise 


Developer: 

Retro Studios 

Publisher: 

Nintendo 

ESRB: E 
eer 


hen Nintendo 
needed to 
modernize the 


Metroid franchise, it turned to 
Retro Studios, which fired off 
the immensely well-regarded 
Metroid Prime trilogy across 
GameCube and Wii. It’s no 
surprise then that Nintendo 
asked Retro to update another 
classic franchise, Donkey Kong 
Country, for a new generation. 
Following months of anticipa- 
tion stemming from its June de- 
but at E3, Donkey Kong Country 


THE BOTTOM LINE 


Report Card: 


Returns was received with almost 
universally positive reviews. With 
original series creator Rare now a 
part of Microsoft, Retro Studios 
ably stepped in and recaptured 
the magic of the three Super 
Nintendo hits while adding new 
game mechanics and an unex- 
pectedly stiff level of challenge. 

Retro’s ability to create diverse 
and memorable stages while 
maintaining the classic feel and 
aesthetic of the original Donkey 
Kong Country trilogy earned 
widespread praise. Heidi Kemps 
says for GamePro, “Enemies, ob- 
stacles, and platforms are cleverly 
placed to provide each level with a 
great sense of pace, atmosphere, 
and challenge,” further stating 
that “every single stage is unique 
and memorable in its own way, 
with unique ‘gimmicks’ that 


Metroid Prime: 97 
Metroid Prime 2: Echoes:92 Metroid Prime Trilogy: 91 


change up the way you utilize the 
game’s mechanics.” 

While the older DKC titles of- 
fer a fair challenge, many review- 
ers were surprised by Returns’ 
intensely difficult platforming 
sequences, which brought the 
classic term “Nintendo hard” 
back in a very real way. “Returns 
is easily the hardest in the series’ 
history,” claims Game Informer’s 
Dan Ryckert. “Many of the later 
stages had me burning through 
15-plus lives before I reached the 
end, but never due to cheap- 
ness. You just need to hone your 


platforming skills, be patient, and : 


pay attention.” 

Casual fans do have a couple 
of saving graces: You can pull in 
a second player as Diddy Kong— 
though the challenge level raises 
accordingly—or you can rely on 
the Super Guide, the automated 
walkthrough that debuted in 
New Super Mario Bros. Wii. “In 
moments of complete exaspera- 
tion (and there were many), I was 
left with no other option than 
to call upon the assistance of the 
Super Guide,” says 1UP’s Chris- 
tina Troup. “Honestly, you can 
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Metroid Prime 3: 90 


CRITICS’ RATING 


ge 


SCORES: 


Kak KK 
1UP A 
9.5/10 


Game Informer 
Eurogamer 9/10 
Edge 70 


Nintendo Power 8.5/10 
Gametrailers 9/10 


only die so many times before it 
becomes laughable, and the game 
knows this.” 

While the challenge level drew 
admiration from many reviewers, 
the limited control schemes 
earned much less acclaim. With 
acts like rolling, pounding the 
ground, and blowing air all 
mapped to motions of the Wii Re- 
mote or Nunchuk, reviewers like 
Kemps experienced bouts 
of frustration. 

“You will inevitably encounter 
situations where you meant 
to do one thing and do something 
else entirely,’ Kemps explains 
“As it stands, the game's forced 
motion controls reek of a misin- 
formed design decision by higher- 
ups that spoils an otherwise 
stellar product.” 

But it’s a rare misstep for a 
game that largely delivered on its 
promise to recapture the platform 
genre's glory days, and Donkey 
Kong Country Returns ended 
up the third-highest-scoring Wii 
retail exclusive of the year, behind 
only Super Mario Galaxy 2 and 
Kirby’s Epic Yarn. 

—Andrew Hayward 


Donkey Kong 
Country Returns: 88 


PLAYSTATION 3 


State 
ofthe 
System: 

PlayStation3 


UPCOMING PS3 GAMES 


1. Uncharted 3: 
Drake’s Deception 

2. Journey 

3. Infamous 2 

4. The Last Guardian 
5. PixelJunk Shooter 2 


BEST-SELLING PS3 


1. Call of Duty: 


| Black Ops 
2. Assassin’s Creed: 
| Brotherhoood 
3. Madden NFL 11 
4. Need for Speed: 
Hot Pursuit 
5. Gran Turismo 5 


“According to November 
2010 NPD results. 


Hideo Kojima (@HIDEO_ 
KOJIMA_EN): When! 
saw atrailer of “Tron 
Legacy’s” new game 
“Tron Revolution,” | 

was reminded of MGS 
Integral’s “VR Mode.” A 
weird feeling... 


What's Kept 
Us Playing 


Playing Brotherhood is like 
putting on a pair of worn jeans: 
they’re comfortable and “fit” just 
right. I've been itching to play an- 
other AC title ever since I beat As- 
sassin’s Creed 2. That ending was 
so ridiculous and bizarre, I had to 
find out what happens next, so 
it’s great that Brotherhood picks 
up right after AC2 ends. It starts 
out a little slow, but things are 
ramping up nicely, and I can’t wait 
to see where the writers are taking 
its story-line. I plan on diving 

into the multiplayer as soon as | 
beat the single-player campaign, 
but I’m really in no rush to blast 
through its main story. I’m still 
impressed that Ubisoft was able to 
get this game out a year after the 
last one; I don’t know if they plan 
on doing that for the next sequel, 
but I hope they can keep up the 
sense of quality and depth for 
each title.—Tae K. Kim 


The latest version of Pac-Man 


evokes one of my favorite memo- 
ries of arcades: score-chasing. And 
thanks to the Internet, Pac-Man: 
Championship Edition DX cap- 
tures this wonderfully. While my 
best scores are quite modest (I do, 
after all, have old-man eyes and 
hands), I dig pursuing the high 
scores of my friends (and, more 
frequently, my Twitter followers). 
It’s also a hoot to play—my favor- 
ite mode is Ghost Chase, which 
requires you to eat as many ghosts 
as possible. As someone who's 
played Pac-Man since the original 
arrived in 1980, I’m still not used 
to building a trail of dozens of 
ghosts; it’s even more satisfying to 
eat a power pellet and gobble ’em 
all up. I just wish the fast-moving 
and glowing visuals didn’t hurt my 
eyes after 20 minutes (damn my 
old-man eyes once again). 

—Jason Wilson 


Fallout: New Vegas is a game to 
get lost in. Unsurprisingly, this 

is also the reason why I haven't 
finished it. Seriously—I’m lost 
and I don’t know where I am! Can 
someone come help me out? All 
kidding aside, New Vegas, like 
Fallout 3 before it, is intimidating 
in its size and scope. I’ve been 
having just as much fun roaming 
the wasteland looking for random 
adventures as I have progressing 
through the main story arc. One 
of New Vegas’ greatest strengths 
is that it continually rewards 
players for branching off, and the 
game's subtle humor and dense 
world make it extremely easy to 
forget about the ultimate goal of 
progressing to the end. 

—Andy Burt 
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Overlooked 
PS3 Game Worth 
Playing 


Just when I was starting to feel 
frustrated by the dismal lack of 
good horror games, Dead Nation 
was unleashed on the PlayStation 
Network late last year, and I've 
been coming back to it ever since. 
Employing a similar formula to 
Housemarque’s previous PSN 
sensation, Super Stardust HD, 
Dead Nation pits one or two 
players against endless swarms 
of flesh-starved zombie hordes in 
an isometric shooter experience. 
We've seen this style of zombie 
game before, but what really gives 
Dead Nation longevity is the fact 
that you're not just stationed in 
one spot—you re constantly on 
the run through smoldering city 
streets, parks, and carnivals as 
you upgrade your weapons and 
armor. Dead Nation even has a 
metagame where leaderboards 
keep track of each country’s stats, 
giving the zombie outbreak a very 
global feel —Patrick Shaw 


You'll Love it 
or Hate it 


[love GT5. The insane level of detail in the game, its crazy challenges, 
and sheer volume of content make it, for me, the best racing game out 
there. And that’s why I keep playing it obsessively despite the fact that its 
presentation is actually frustrating and clunky—and even though toward 
the endgame, some (what seem like) design oversights or miscalculations 
mean you have to grind the same races over and over to get the cars you 
need to continue to level up. I can put up with that because I’m a hardcore 
racing fan and car nerd. But if you're not...those flaws will probably drive 
you nuts (no pun intended). If you like racing, but don’t care about the 
crazy detail, Need for Speed: Hot Pursuit is probably a much more fun 
prospect.—Jaz Rignall 


What’s Lost 
Our Interest 


Don't get me wrong—Call of 
Duty: Black Ops’ campaign fea- 
tures some of the most thrilling 
moments I’ve ever experienced in 
a single-player game. With a Ter- 
minator 2—inspired mission where 
youre firing a shotgun with one 
hand while riding a Harley out of 
a Russian prison and the mission 
where you use an RPG to blast a 
bigger, NASA-sized rocket out of 
the sky, Black Ops’ story mode is 
like riding through one explosive 
action flick. But it’s also incredibly 
brief. While its multiplayer modes 
offer plenty of replay value, I’m 
not much of a fan of multiplayer 
games. And for that reason I had 
little incentive to keep playing 
after completing the campaign. If 
only they'd included something 
in the vein of MWF2’s Spec Ops 
challenges to keep us single-player 
fans playing.—Patrick Shaw 


XBOX 360 


What’s Kept 
Us Playing 


I gave up on Black Ops’ multiplay- 
er after hitting level 30 because 

it started to feel too similar to 
Modern Warfare 2. Despite the 
changes Treyarch implemented, 
the flow of the matches felt like 
more of the same. But it turns 
out that I just needed to take a 
short break. I booted it up after 

a three-week hiatus, and I was 
hooked all over again. I still can’t 
unlock Ghost Pro because no one 
uses Sentry Guns, but my trusty 
AK-74u and I are wreaking havoc 


- State 
ofthe 
_ System: 
Xbox 360 


The GamePros 

| share the Xbox 360 
im =6games they’ve been 
engrossed in lately. 


| 


BEST-SELLING 360 


UPCOMING 360 GAMES 


1. Gears of War 3 

2. Mass Effect 3 

3. Forza Motorsport 4 
4.XCOM 

5. Prey 2 


1. Call of Duty: 
Black Ops 

2. Assassin’s Creed: 
Brotherhood 

3. Madden NFLT1 
4. Fable ill 

5. Need for Speed: 
Hot Pursuit 


“According to November 
2010 NPD results. 


Cliff Bleszinski (@ 


thereaicliffyb): He *is* a 


stellar director. @gas- 


on Domination maps. I’m still not 
good enough to top the leader- 
boards in terms of kills, but I can 
keep my kill-to-death ratio fairly 
close to even, and I usually wind 
up with the most captures. I’m 
also probably going to go back and 
finish off the single-player mode 


again as well.—-Tae K. Kim 


I'm a sucker for the Rock Band 
franchise, and the third in the 
series did not disappoint. I started 
playing it at the end of October, 
and going into 2011, I’m still on 
tour—a couple of nights a week, 
at least. I like the new game 
structure—definitely a nice step 
forward—but better still are the 
game's large number of chal- 
lenges, which is what’s keeping 
me coming back, and the new key- 
board, which is a lot of fun. The 
constant trickle of new music also 
helps hold my interest, especially 
since the selection is so eclectic. 
Indeed, I was looking at my what's 
grown to be a pretty freakin’ huge 
roster of songs the other night, 
and I realized that—in the same 
way that a Starbucks a day drains 
your money away—lI've spent a 
ton on tunes. A few dollars here 
and there every few weeks over a 
long period of time can certainly 
add up. But it also means there’s 
lots of variety and I’m not always 
playing the same old song. I still 
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| gotten around to really 

| Aisi yet getting to grips with Pro Mode 

| pat et is — 5 a yet, largely because I like to use 
ee the game to relax and have fun. 


Pro Mode is brilliant, but it’s also 
hard work!—Jaz Rignall 


What's left to say about Red Dead 
Redemption? Months after its 
release, Rockstar’s open-world 
epic still stands as one of the most 
engaging, emotional, and excep- 
tional experiences I’ve had with 
interactive entertainment. John 
Marston's quest for salvation 
through a fledgling America—a 
newly industrial land that no lon- 
ger wants or needs him—is just as 
effective in retrospect as it was the 
first time I looked down the sights 
of the ex-outlaw’s rusty revolver. 
Redemption was a risky, bold, 

and necessary step forward for 
Rockstar as a developer and the 
video-game industry as a medium, 
and even if this exceptional oater 
didn’t captivate you as it did me, 
you have to admit—the haunting 
first verse to “Dead Man’s Gun” 
could bring a tear to a glass eye. 
Ride on, Marston.—Will Herring 


What We’ve Gone 
Back To 


With Gears of War 3’s release date getting pushed back from April to 
November, I decided to revisit one my all-time favorite multiplayer games: 
Gears of War 2’s Horde Mode. Even after many months—I haven't 
touched Gears 2 in over a year—Horde still holds up as one of the most 
satisfying noncompetitive online experiences. It’s a great game for those 
who prefer to work together with others (up to four players) instead of 
competitively. In Horde, players move around a map battling endless waves 
of Locust, which become progressively bigger and nastier the longer you 
survive. It’s also getting me in the spirit for the new game as I'm starting to 
play through the story mode again as a refresher for Gears of War 3. 
—Patrick Shaw 


What We Finally 
Started Playing 


I don't have any excuse for why 

I only recently started playing 
through Mass Effect 2—I loved 
the first game, and the sequel was 
something I had looked forward 
to for along time. Regardless of 
the reason, I've finally become en- 
gulfed in the sci-fi world BioWare 
meticulously crafted in ME2, and 
I can finally attest that it’s one 

of the best games of 2010. The 
streamlined approach to galaxy 
exploration and tightened combat 
mechanics really stand out, and 
the story Casey Hudson and 

the rest of the Mass Effect team 
crafted is continually pushing me 
to see it through to the end. With 
MES finally on the horizon, I can’t 
think of a better time than now to 
revisit (or visit for the first time) 
one of the Xbox 360’s greatest 
gaming experiences.—Andy Burt 


What’s Lost 
Our Interest 


It came out a month into the NBA 
season, and we're over it by the 
All-Star break. Such is the shallow- 
ness of the NBA Jam reboot on 
HD consoles. While the gameplay 
is (almost) as good as it was back 
in the day, and the new visual style 
really pops in high-definition, 

EA Sports didn’t really do much to 
deepen the experience for today’s 
systems. Even at $10, a price below 
most sports games, the lack of 
depth severely lessens NBA Jam's 
value. But as a lapsed fan of the 
NBA, this game did do wonders in 
reintroducing me to my hometown 
New York Knicks just in time for 
the team to return to respectabil- 
ity. At least they were respectable 
when I wrote this....-Dave Rudden 
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Wii 
What’s Lost 
Our Interest 


The GamePro 
team reveals which 
games have been 
keeping them 

| furiously wafting 

| their white batons 
| around...and which 
games made them 
put them down. 


Depending on your count, Super 
Mario All-Stars has two or three 
of the greatest games of all time. 
Unfortunately, it should’ve been 
much more. While the booklet 
and soundtrack CD in the retail 
package really boost the game’s 
value, the fact remains that the 
Super Mario All-Stars disc for Wii 
is basically a port of a compilation 
that came out on the Super NES. 
Nintendo could have released the 
game on the Virtual Console for 
half the price or added Mario’s 
SNES, N64, and GameCube titles 
for a meatier anthology. It’s a 
decent ode to the most famous 
mascot in video-game history, but 
as it is, Super Mario All-Stars is a 
bit too meager to keep satisfying 
my platforming appetite. 

—Dave Rudden 


UPCOMING WII GAMES 


1. Legend of Zelda: 
Skyward Sword 
2. Conduit 2 
| 3.de Blob2 
4. Mario Sports Mix 
5. The Grinder 


BEST-SELLING WII 


1. Call of Duty: 
Black Ops 

2. Just Dance 2 
3.Madden NFL 11 
4.Donkey Kong 
Country Returns 
5. Need for Speed 
Hot Pursuit 


“According to November 
2010 NPD results. 


Michael Pachter (@ 
michaelpachter): NPD 
sales sucked, online 
multiplayer, Wii fa- 
tigue, iPod cannibaliza- 
tion killing video game 
sales. Console prices 
needtocomedown. ° 


I've always considered myself a 
good teacher. I've instructed many 
interns and writers on how to 
properly use commas and how to 
avoid passive voice. But no matter 
how much I try, I can’t teach my 
wife how to jump properly in New 
Super Mario Bros. Wii. And that’s 
a shame. I love playing games 
with her: I've even gotten her to 
dig loot-driven action-RPGs such 
as Sacred 2: Fallen Angel. But she 
can't grasp the subtleties of the 
jump, and because of this, our 
co-op game is stuck at the Tower 
in World 2-1. She gets so frus- 


trated as she tries to jump that I’m 


afraid she’s going to bounce the 
Wii-mote off my melon. As this is 
much more fun as a co-op game 


than a single-player experience, I'll 


just wait until my 1-year-old is old 
enough to play....-Jason Wilson 


I was thoroughly consumed with 
the original Super Mario Galaxy. 
While I'll play through the story 
mode or main chunk of many 
games without bothering with the 
optional extra modes, I played the 
hell out of SMG, replaying levels 
in order to collect every single star. 
So when I fired up Super Mario 
Galaxy 2 for the first time, I was 
eager for more gravity-defying fun 
with Mario. But after 3 or 4 hours, 
I just couldn't get into it the way 

I had with the first SMG. Why? 
Well, in many ways the sequel 
feels like just more of the same. 
It’s hardly a mediocre experience 
(they do pack in some new levels 
and interesting ideas)—I’ve just 
grown tired of the kind of experi- 
ence it presents, and the sequel 
just doesn't do a good job of keep- 
ing me interested.—Patrick Shaw 


You'll Love it 
or Hate It 


Monster Hunter Tri isn’t so much a “love it or hate it” game as much as 

it’s an “I hate myself for loving it” game. And I don't say that to insult the 
game, its dedicated fanbase, or the fine people at Capcom—it’s just not 

a series I never, ever would've fathomed getting into, much less one that 
would suck up more than 45 of my gaming hours over the past month. Se- 
riously—since Tri came in the mail from a spur-of-the-moment GameStop 
order, I’ve amassed a stack of what were highly anticipated new releases 
that are now doing nothing more than collecting layers of dust. But surely, 
I can devote an hour here and there to checking out my coworkers’ Game 
of the Year picks, right? Of course...just...you know...let me collect some 
Blue Mushrooms and Herbs...I need potions if I’m going to hunt that 
Barioth tonight....-Will Herring 


Despite the presence of dozens 

of blockbuster video games during 
the course of 2010, I named 
Bit.Trip Runner as my favorite 
game of last year. Why? Well, it’s 
the game I had the most fun play- 
ing. It’s a perfect distillation 

of the 2D platformer, speed- 

ing your onscreen counterpart 
through dozens of meticulously 
designed stages. It’s also more 
difficult than doing calculus with 
a hangover, so I can see why some 
gamers might not stick with the 
game. Those who have will get one 
of the most enjoyable and reward- 
ing game experiences possible on 
the Nintendo Wii for a mere $8 
WiiWare download. 

—Dave Rudden 


I'd be lying if I said that I play my Wii 
even half as much as my PS3 or Xbox 
360. Hell, I can’t even remember the 
last time I hit the power switch on. 
Even so, the return of everyone's 
favorite ape to his side-scrolling glory 
days is reason enough to dust off my 
neglected white console. The game 
looks and plays wonderfully, and 
thankfully, it doesn’t force players to 
perform a ton of remote-waggling. 
I'm also pleased that the game 
retains the original series’ ramping 
difficulty—it'd be easy for Nintendo's 
developers to make this game 
extremely kid-friendly, but they were 
smart to keep the gameplay on par 
with the original. Now, excuse me 
while I go find some barrel cannons 
to blast out of.—Andy Burt 


MOBILE 


State 
ofthe 
System: 
Mobile 


The GamePros share 
what's keeping them 
busy on their iPhones 
and what's keeping 
their devicesin 

their pockets. 


UPCOMING MOBILE GAMES 


1. Angry Birds 2 

2. Final Fantasy Tactics: 
War of the Lions 

3. The Shadow Sun 
4.Neon Battle HD 

5. Secret of Mana 


BEST-SELLING MOBILE 


1. Angry Birds 

2. Battlefield: Bad 
Company 2 

3. Angry Birds: 
Seasons 

4. Need for Speed: 
Hot Pursuit 

5. Tetris 


“According to iTunes 


Jeff Green (@Green- 
speak): Hrmpf. Too 
cloudy here in Oahu 
to see moonpoca- 
lypse. Will now return 
to playing Infinity 
Blade instead. 


What’s Kept 
Us Playing 


A number of notable iPhone 
games use a catapult to demol- 
ish castles and other medieval 
buildings, but my favorite is a 
lesser-known title called Castle 
Smasher. Not to be confused with 
Castle Crashers on Xbox Live 
Arcade, Castle Smasher sets itself 
apart from other ballista-based 
destruction games by throwing 
archers and knights into the 

mix. So not only do you need to 
rely on physics and your limited 
projectiles to take out structures, 
but you also have to worry about 
knights storming your catapult 
and archers raining arrows on 
you. It makes for a much deeper 
strategy experience—plus, Castle 
Smasher is loaded with levels 

and extra modes that'll keep you 
busy for a long time. Another 
charming thing about the game is 
its pixelated visuals that are quite 
reminiscent of Super Nintendo 
graphics.—Patrick Shaw 
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I bought Kairosoft’s Game Dev 
Story at a press event in Montreal, 
with the intention of wasting time 
during a 3-hour layover at Chicago 
O'Hare. It certainly did that, and 
to great effect, but then it wasted 
a few more hours on the plane. 
And then a few more hours on the 
bus ride home. And then a few 
more hours at home, while doing 
laundry, and when I should’ve 
been asleep, recovering from jet 
lag. Game Dev Story is a fiendishly 
addictive game that’s kept me go- 
ing back, playthrough after play- 
through, in hopes of increasing 
my sales numbers and innovating 
new consoles for mass-market 
consumption. True, it does begin 
to lose its luster after ad nauseum 
perfect reviews—and for the life 
of me, I couldn't tell you why I’m 
wasting upward of five grand at 
GameDex every year—but it’s a 
game that'll continue to live on 
my iPhone’s front page—and no 
doubt will for quite some time. 
-Will Herring 


Even with its hideous menus 

and crusty presentation, Digital 
Smoke’s Solitaire City offers one 
of the better versions of spider 
solitaire available on the iPhone. 
For the uninitiated, spider is a 
twist on the classic card game that 
uses multiple decks instead of just 
one, making the game infinitely 
more complex than traditional 
solitaire. Sure, it’s just a simple 
card game at its core, but even 
after playing countless other, 
more sophisticated games on the 
iPhone, I’m still coming back for 
more Solitaire City, which feeds 
into this obsessive behavior, since 
it allows you to test your skills 

on higher difficulty levels. A free 
version’s available, but the deluxe 
edition for real spider addicts is 
just $5.99 on iTunes.—Patrick Shaw 
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Game That Keeps SHED EACLE AIS 
Rewarding SESS SL ES MEAS What’s Lost Our 
its Players AP PPE / interest Over Time 


The App Store holds plenty of addicting games, and each gamer probably has 
their own specific game that keeps them coming back for more. The great 
thing about Chillingo’s and Zeptolabs’ addicting physics-puzzler Cut the 

Rope, though, is that it consistently offers players brand-new levels to tackle, 
completely free of charge. While other games like Angry Birds offer gamers dif- 
ferent paid holiday editions, Cut the Rope’s developers have kept their fanbase 
strong by continually pushing out new free content. Other iOS developers 
would be smart to follow Chillingo’s model in the future if they wish to keep 
iPod and iPhone gamers playing their game instead of the multitude of other 
options on the App Store.—Andy Burt 
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I'm a big fan of PopCap. Chuzzle 
helps me fill the minutes waiting 
for my commuter train. Peggle 
helps me tune out the nimrods on 
the commuter train. And Plants 
vs. Zombies helps me make the 
hour-long trip feel like a mere 
jaunt to the corner store. That is, 
until I beat the main story mode. 

I tried playing its other modes, 
but I just couldn't get into it any 
longer; I wanted more of the main 
portion of the game, not the extra 
stuff. And I didn’t want to replay 
the levels I had already beat. Until 
PopCap makes a sequel, those 
dang zombies are just going to 
have to chill on my lawn. 

—Jason Wilson 


What Makes Us 
Want to Huck 
Our iPhones 


Angry Birds is now a cultural 
touchstone for mobile gaming 
(hey, you've hit mainstream when 
the New York Times runs pictures 
of people in Angry Birds outfits). 
While Angry Birds may be a 
phenomenon, they’re not talking 
about the most important aspect 
of it: It’s #*%&#*$ hard! Nintendo 
hard, even. I’ve been stuck on the 
last stage of the first level for two 
weeks, and I’m still no closer to 
solving this geometric puzzle than | 
was the first time I encountered it. 
Angry Birds is a great game, no 
doubt, but it’s also one of the 
most frustrating titles I’ve played 
in years. It recalls the classic 
challenges of the 8- and 16-bit 
eras. And I can’t think of a greater 
compliment than that. 

—Jason Wilson 


State 

of the 
System: 
PC 


The GamePros take 
alookat what's been 
keeping them upall 
night on their PCs 

and what sent them 


tosleep. 


UPCOMING PC GAMES 


1. Portal 2 

2.Dragon Age 2 

3. The Witcher 2 

4. Deus Ex: 

Human Revolution 
5. The Sims Medieval 


BEST-SELLING PC - 


1. Call of Duty: 

Black Ops 

2.F12010 

3. FIFA Manager 11 

4. Battlefield: Bad 
Company 

5. Farming 
Simulator 2011 
“According to November 
2010 GamesDownloads. 
com 


verheard on Twitter 


Brenda Brathwaite 
(@bbrathwaite): “I just 
put the first entry ina 
virgin spreadsheet for 
anew game. I love this 
moment.” 


Loyd Case (@loyd- 
case): “New Radeon 
HD 6000s seem tuned 
for DX11 and shader 
heavy games; not so 
much for older, texture 
heavy games.” 
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Older gamers might recognize 
this name, a revered title that was 
originally developed for the old 
Atari 400/800 in the early 1980s. 
It's a real-time chess-style game 
that features mythical monsters 
such as phoenixes, trolls, and 
dragons instead of traditional 
pieces, which the player uses to 
win by wiping out their foe or 
holding all five of the board’s con- 
trol points at the same time. This 
new update of the series doesn’t 
change the basic mechanics— 

it’s just as fun as it was almost 

30 years ago—but now offers 
modern visuals and online play, 
including a 4-on-4 mode (which 
you can play with people or 
against the A.L.). It’s highly enjoy- 
able entertainment that not only 
taps into nostalgia but shows that 
good gameplay mechanics can still 
stay fresh whether it’s 1983 or 
2011.—Jason Wilson 


Presented as a “graphic adventure 
survival horror” game for the PC, 
Amnesia: The Dark Descent is 


one of the most genuinely chilling 


video games I've played in a while 
(probably since the original Dead 
Space). But unlike Dead Space 
and most horror-themed games, 
Amnesia isn't in your face with its 


scares. Instead, it relies on creating 


terror and a sense of dread within 
the mind of the player thanks 

to the lack of any weapons or 
means of defending yourself from 
the horrific creatures inhabiting 
Brennenburg Castle—as well as 
through the hallucinations you 
experience that intensify the lon- 
ger you spend in the dark. I rarely 
find myself playing PC games, but 
I'm hooked on Amnesia—and for 
a $20 download through Steam, 
Gamer's Gate, Direct2Drive, and 
Impulse, any horror fan should 
give this one a look.—Patrick Shaw 


Zynga's newest social game is a 
direct riff on one of my oldest 
video games, SimCity. Clicking my 
way through building a virtual me- 
tropolis is like having coffee with a 
high school sweetheart who's still 
got the hots for me: I’m flattered 
at the attention and completely 
willing to swap out a deep emo- 
tional connection for a quick fix 
of nostalgia. After all, CityVille is 
still a social game and therefore 
comparably shallow compared to 
the complex building and town 
dynamic balancing systems of 
SimCity. But there’s something to 
be said for its own town dynamic 
systems, especially when it comes 
to visiting my Facebook friends’ 
cities—something SimCity never 
let me do. Maybe if I play it long 
enough, I'll come to love the game 
for its own merits instead of for 
how well it reminds me of a game 
I used to love.—AJ Glasser 


The great thing about The Sims 
series is that you're never really 
“done” with it. You can kill off an 
entire household of people and 
burn a three-story mansion to 

the ground, and it has still more 
life to simulate. I found myself 
coming back to The Sims 3 only 
now because as I write this, it’s 
close to the winter holidays, and 
the season makes me nostalgic for 
Sims. When I was in college, I used 
to hide myself away from family 
drama during the Christmas break 
by holing up in my grandmother’s 
study with The Sims running on 
my laptop. I'd make my family in 
the game, give them a Christmas 
tree, and then see if the house 
burned down after I placed a bunch 
of rugs and a fireplace next to it. | 
think as I get older, I tend to bea 
little less physically destructive in 
the Sims and a lot more emotion- 
ally manipulative. So this year, 
instead of burning the house down 
for Sims Christmas, I'll have my 
World Adventures expansion Sim 
invite all his bastard children from 
various foreign countries and see 
how many of them I can move into 
his house.—AJ Glasser 


You'll Love it 
or Hate It 


I think Civilization V is fantastic. The switch from a square grid to hexes, 
the removal of unit stacks, the interplay with city-states, the social policy 
trees...it’s just full of great innovations. It doesn’t hurt that it’s the prettiest 
strategy game around, either. It’s not for everyone, though. Hardcore Civ 
fanatics have taken issue with the A.I’s behavior, some users have run into 
critical bugs, and diplomacy is difficult with the limited information the 
game presents about what your allies and enemies think about each other. 
A number of patches have fixed some of its problems, but it’s still a little 
rough around the edges for some. The good news is that Civilization IV can 
be had for a song.—Jason Cross gair 


Overlooked 
PC Game 
Worth Playing 


This brilliant independent strat- 
egy/management game from 
Positech Games should be on 
every PC gamer’s hard drive. You 
build a space fleet and set it up be- 
fore each battle, giving your ships 
standing orders, and then hit the 
“go” button and watch your fleet 
battle it out with the enemy with 
fantastic sounds and extremely 
satisfying battle graphics. It’s like 
a free-form, outer-space, incred- 
ibly flexible tower defense game 
of sorts. Oh, and it’s only $20, is 
supported well, runs well on PCs 
with modest hardware, and has 
lots of good DLC.—Jason Cross 
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Create (PS3/360) 
“It relies too much on sheer 
quantity over true freedom 
and intellectual quality to be 
a top-drawer puzzler.” 


PROS: Consistent physics 
simulation; huge number of 
fun and varied objects reward 
experimentation; 140 solid 
puzzles to solve 

CONS: Limited puzzle creation 
capabilities; stubborn camera; 
forced trial-and-error repetition; 
shallow community access 
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Dead Nation (PSN) 


“Despite the recent over- 
abundance of zombie 
apocalypse games, this 
frenzied top-down 
shooter is a richly detailed 
and brutally addictive 
affair that’s best enjoyed 
with a partner.” 


PROS: Decimating waves of 
zombies with a friend is a blast. 
CONS: The story is typical 
paper-thin zombie-film fare . 
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Dance Central 
(Xbox 360) 
“Harmonix’s Kinect debut 
aims to get gamers off the 
couch, and while it’s not 
always the most user- 
friendly music game, it’s 
certainly one of the most 
fun—and one of the most 
exhausting.” 


PROS: Physically challenging; 
wide music selection; great 
party game; 

CONS: Physically challenging; 
persnickety menu-select sys- 
tem; tedious tutorial system. 


Kkkkh 


suite; solid and well-crafted 
campaign; plays well with 


Classic Controller Proor Wii 


Golden Sun: 

Dark Dawn (DS) 
“Despite its overlong 
opening and penchant for 
exposition, series faithfuls 
will find an enjoyable and 
immersive role-playing 
game experience hidden 
behind Dark Dawn's initial 
frustrations.” 


PROS: A large world full 

of interesting characters; a 
simple, enjoyable battle system; 
smartly designed puzzles; 
elegant interface. 

CONS: Opening 9 hours move 
at an absurdly slow pace; 
exposition-packed conversa- 
tions; general lack of difficulty. 


KKK 


PROS: Great online multiplayer 


Sonic Colors 
(Wii) 


“Sega's Blue Blur speeds 
back on the scene with a 
solid 2.5D platformer that’s 
light on gimmicks and sup- 
porting characters.” 


PROS: Powers add a new 
dimension to Sonic's traditional 


level design; slimmed-down 


Assassin’s Creed: 
Brotherhood 
(PS3/360) 

“With an excellent cam- 
paign and an intriguing 
online approach, Brother- 
hood is the best showcase 
yet for the series’ formi- 
dable quality and range.” 


PROS: Excellent campaign 
introduces worthwhile new 
gameplay elements; Rome 

is well built and packed with 
content; online multiplayer is 
taut and addictive. 

CONS: Leaves lingering 
questions unanswered; some 
texture pop-in issues and oc- 
casional odd animations. 
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| (PS3/360) 
| “Unsightly glitches, . 
- tedious gameplay, anda 
| carelessly abridged narra- 
tive make this game little 
more than a weak cash-in.” 


i PROS: Solid voice acting; pass- 
| able graphics. 
CONS: Stiff character anima- 


tions; awkward combat system; 


glitches are evident throughout 
| the game; shallow side-quests 


artificially lengthen game's 
shelf life. 
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Nail’d (PS3/360) 
“Despite some wonky 
physics and overlong 
courses, this outrageous 
off-road racer shines at its 
budget price.” 


PROS: Huge list of events 

with cool match types and 
modifiers; wacky physics work 
well with off-road racing; terrific 
track designs. 

CONS: Long tracks with too 
many laps; some frustrating 
and mind-boggling crashes. 
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(PS3/360) 


: “Repetitive and uninspired 


gameplay won't keep 
Casual fans interested 
for very long, but Tron 
faithfuls will dig living on 
the grid.” 


PROS: Great presentation; 
superfans will appreciate the 
universe-expanding story; bet- 
ter than most movie games. 
CONS: Gameplay is uninspired 
third-person action fare. 
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Splatterhouse 
(PS3/360) 

“This bloody beat-’em-up 
shows some gameplay 
bruises but should 

satisfy horror fans seeking 
a weekend's worth of 
slaughter-filled fun.” 


PROS: Gore-drenched presen- 
tation complements combat; 
B-movie aesthetic captures 
original's cheesy horror vibe 
without interrupting the action. 
CONS: Platforming sections are 
a nightmare; ugly visuals during 
finishing animations; clear-a- 
room design can get repetitive; 
lengthy load times. 
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Cover Story 

After the PlayStation 2’s anemic 
2000 launch slate, GamePro 
presented one of the system’s 
first well-received exclusives on 
its cover: Onimusha: Warlords. 
While we pointed out the 
similarities to Capcom’s Resident 
Evil, we touted Onimusha’s novel 
sword- and magic-based, which 
spawned three sequels and two 
spin-offs in the form of real-time 
strategy and fighting games. 
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Cover Story 

This custom art celebrates Game- 
Pro's first review of CD-rom 
games for the TurboGrafx-CD. 
The roundup that time forgot 
includes such titles as Magical 
Dinosaur Tour and Sherlock 
Holmes Consulting Detective. 
More timeless is the news story 
examining the benefits of discs 
and the likelihood of the major 
manufacturers putting games 

on them. In the case of Sega, we 
accurately predicted a Genesis 
add-on CD drive. Our prediction 
that a CD drive would appear in 
a Nintendo console within a year 
was a bit off: It took a decade. 
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Cambridge Sound- 
offers decent bang 
che PlayStation 2's 
‘e-speaker set does 
wround sound for 
wods might seem 
tortion et high vol- 
rround effects are 
sy to install, and it 
Dan Elektro 
act: Creative, 


5/741-6622, 
w.creative.com 


IMB RAIDER MOVIE 


PS2 SNEAK PEEK 


Choice Picks 

The ballot for our Reader’s Choice 
Awards appeared alongside a 
barrage of timely 2000 election- 
ballot jokes. With dozens of 
categories and hundreds of nomi- 
nees, it’s tough to pick notables. 
But in this Madden-dominated 
world, it’s pretty odd to look back 
at awards with a separate sports 
category for 2000's five pigskin 
titles. 
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The Funny Pages 

The weird-looking toons emanat- 
ing from the disc drive on the 
cover may not have been based 
on any particular games (thank 
god), but it’s possible they helped 
owners of the issue prepare 

for the many comics contained 
within. An eight-page mini-issue 
of “The Adventures of GamePro” 
featured a crossover between 

the game-hopping superhero 
and none other than Michael 
Jackson. 
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End of a Dream 

We touted a handful of upcoming 
Sega Dreamcast games, but our 
news section contained the first 
signs of the company’s exit from 
the console business. At the time, 
Sega execs claimed the company 
was not going third-party and 
were seeking alternative methods 
of utilizing Dreamcast hardware. 
Ultimately, both strategies would 
quickly change. 


We’re Oni Human 

Our first look at Oni was 
cautiously optimistic, but our 
biggest mistake was in introduc- 
ing a developer that would soon 
become a jewel in Microsoft’s 
crown. Yes, for their first console 
title, we called the house that 
Master Chief built “Bungee.” 
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fr ; IN THE DARKEST AGE OF JAPAN, ENDLESS WAR LEAVES A COUNTRY DIVIDED. 
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Casio is leading the way with an innovative technology that combines LED and laser light to create a 
completely new, mercury-free light source. These high brightness projectors create brilliant, natural 
colors energizing every gaming experience with a 100” or greater image. Now you can enjoy hours o 
reliable gaming with the Green Slim Projector and large multi-player images put everyone in the action. 


For more information on how to bring life size game excitement right into your living room, 
visit | ©2010 CASIO AMERICA, INC. 


